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RETURN TO DRAGONS LAIR 



* * * 







REVIEWED 





Top Gun puts you in the fighier pilot's seat 

of an p-l4Tomcat. 

Vector graphics and a split screen allow I or 1 
players ta piayhead tohead,oragainsithe compuier 



Yourarmamenu in this nerve tingling aerial duel 
arc heat seeking missiles and a 20 mm rapid fire cannon. 

Can you feel the force! 

Top Gun mavericks! Enter the danger lone. 



£7.95 

SPECTRUM 




£8.95 

AMSTRAD/ COMMODORE 



Ocean Software Ud..6 Cenrral Street, Manchester Ml 5NS. Telephone: 061^832 6633,Telex: 669977 OCEAN G. 
TKi ^ <r-- 1 QPfi i>.r„m-..,n. PLrinrPA f-flrnDrflt i Dii. Ml RlEhtB BaserVfld- TM. a Irade^ark of raramcLinl Pictures Corporfllion. 
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REGULARS 

Previews 4 

We take the wrap? off ihe very 
lare^i games 

mEDJtatJons 5 

The editor argjes the case for 
compucer fjames 

News 6 

Minimal injuries in che Melbourne 
House crash 

Top Notch 13 

ST games point the way a? IBM 
revels in past glories 

HiScores 16 

Keach your top score and enter che 
Hall of Fame 

A Taste for Adventure. .32 

Gordon Harriett Investigates the 
adventure creator scene 

Scoreline 34 

Game ratings — and what they mean 

Fresh Out 35 

Full price games get che Gamer once 
over 

PBM Update 46 

Probably the best PBM column in the 
world 

Cheap Thrills 52 

Bargain basemenc budget bonanza 

Bane of the Month 66 

The worst game awa/tj ever? 

Duffers 67 

These games weren't released. , ,chey 
escaped! 

Unsung Heroes 94 

Behind che screens at Melbourne 
House — meet the team 
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Auf Wefdersehen, 
Monty 20 

Gremlin is a pet. It's come up with 
another Monty foMow-tjp and 
competition to match 

March Madness 25 

Hundreds of games to be shared out 
among the lucky winners of this 
competition 

Leviathan 28 

Win a copy of English Software's 
monster hit 

Impossaball 48 

Do the impossibai! and a Sanyo 
cassette player could be yours 

Fairlight ir 56 

Solve che maze and yoj'll be bjr 
delighted with yojr priie on an Edge 
pen, T-shirc and game 

Gamer Rutes OK 98 

Competition entry rules explained in 
fulJ 



Talkback to Gamer 
see pJ6 



Next Month's 

Amazing issue 

see p.98 
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Roy Fawkes 70 

Fire yojrself jp and ^ee how you 
fare in rhe Gunpowder Plot. Can you 
succeed where they failed^ 




Cosmic Jailbreak 

No holds barred u you escape to 
che scars pursued by the hordes 
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Escape from Singe's 
Castle 10 

Inside the dungeons of Dragon's Lair 

MGT 24 

MaGnecfc Tanks — Activi^ian is ouc 
to amaze 



Blood'n*Guts 50 

The'ultimate in bone-crushing action 
from che barbarrc Olympics 

Fairlight II 58 

Docs thjs sequel to the all-lime 
smash hit measure up? 



Snookered 26 Chop Around 61 



Our reviewer's right on the ball as 
he cues up to try his luck on the 
green baize 

Impossaball 30 

Hewson just keeps rolling along wich 
chis latest, bouncy iiicle number 

Terror of the Deep 33 

Here's Loching at you. It's not only 
Nessie lurking In the Loch 

lOth Frame ~44 

Can len-pin bowling strike the 
imaginations of gamers? 

500cc Grand Prix. . . . . . .45 

Acti vision's not so easy rider 
motorbike racer will rev up your 
Amscrad 

Duelling Joysticks 49 

Fightfng fit — who will win? Magnum 

or Phasor? 



Are che beat-em-ups punch drunk-' 

The Bard's Secret 63 

A player's guide to Anotasofc's 
Bard's Tale 

Shanghat 82 

Oriencal pacience is called for co 
vanquish this dragon 

War — Ancient and 

Modern 84 

Controversy rages over the 
computer baiilefie^ds 

Brian dough's Football 
Fortunes 90 

lackle the boardroom beasts in this 
boardroom cum computer game 

Chameleon 97 

Master the elements in Electric 
Drearn's all-weaiher game 
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GBEYFELL BY 
STARLIGHT 

New software house, Startlghi, 
reccRily announced their decision 
to launch their gamiji through 
Anolasoft The first game. Grey- 
lell, If now neanng completion and 
a full rcvifsw will be appearing nei^t 
mortth. 

GreyfelL ihe Legend ol Nor- 
man, is ar dft^e adventure featur- 
ing Norman the Wise — a humble 
cat with no great ambition ^n life. 
One Saturday night Norman 
^cumbtcs out o' his local as a feline 
with a fucure. The great Wizard 
Hitormis has been telling tales of 
GreyfelLacunous land of long ago 
which wa^ caught m the grasp of 
Moron the Evil One 

Fired by altdholic beverages 
and the tragic story of how peace 
and love were banished from the 
Land when the Orb of Lile v^^u 



stolen. Norman has resolved to 
embark on the mighty quest to 
vanquish Moron and return the 
Orb to the good people of Grey- 

fell 

Greyfell is an isometric maze 
game with a difference because the 
characiers can speak to you The 
language of Grcyfell is a strange 
tongue which uses numbers and 
leuers to express words- For 
example, ' I CUR 2 busy" would 
imply chat you are otherwise 
engaged- 

As you solve the mystery you 
will meet good characters such as 
Potbelliui the dog. Offaloricn the 
spy Willy the pig policeman, and 
Blo:io ihe drunken rabbi[. Baddies 
take the form of rats, wolves and 
killer tomatoes amongsc others 

Ccni^ct: AriaSjsofz. 68 Long 
Acre^ Co¥em Garden, London 
WC2B 9jH(ai, Oi-836 Jlft}. 



EDGE CLIPPINGS 

After a period ef silence, THe 
Edge have returned with in 
impressive list of releases. 
Following on the heels of 
Pallitron, Shao Lin's Road and 
this month's feature Falrlighc 
we have received Shadow 
Skimmer for the Spectrum 
i£7.95)andan AmstradCPC 
game catled Warlock {£8.95 or 
li4.9i on disk). 

The plot of Shadow Skimmer 
is reminiscent of part of the film 
1001, A Spane Odysscyn where 
on« cil Ihe crew is locked outside 
the spacecraft by HAL the 
malfunclienfng computtr. Ln this 
gamet Shadow Skimmer i£ the 



name of your craft and you are 
the poor unfortunate who ha^ to 
crack the mothership'i defence 
systems before time runs out. 

The graphics are stunntnn 
with program generated ihadciws 
giving greater realism co each 
scene. 

Warlock caits you as an evU 
wizard who» life js being upset 
by (he Lord of Light as he 
spreads goodness about your 
shadowy castle Now where did 
you leave the Orb ol Power? Find 
It uid the Lord of Light can be 
defeated H 

Ai you embark on your task 
you have th^ power to transmute 
into one of three forms: Warlockp 
Goblin and TrolL tach facet of 
your split personality possess 
different powers which can be 
used is yE>iJ search for secret 
passages, food, potions and 
treasure In your search for the 
Orb. 

CoflCacc: Th^ Bdg^ Publicity, 
36^8 SouthAmpton St, Covenr 
Garden, London WC2E 7HE (at: 
01-831 IBOI}. 







ELECTRIC DREAM 
MACHINE 

Enduro-rater is a superb conver- 
sjon of the Sega motorcycle arcade 
machine- Electnc Dreami have 
really done it proud, producing a 
game whhch is recognisable as a 
conversion of the arcade version 
and consequently streets ahead of 
every other biker game on the 
Spectrum. 

Completing each tough wctk?n 
of the g^me within the given time 
l^mit aliow^ you to extended play^ 
ing time. The tracks cover a range 
of terrains and road surfaces, pro- 
gressing from the firm gnp of 
tarmac to dusty desert tracks A 
real sense o( the rise and fall of the 
road is given as the bike zooms 



along at speeds reaching 200mph- 

The animation of the rider li 
superb 3^ he accelerates and fltcs 
over ramps placed no help him 
lump over rock strewn sections of 
the road- He drops his fooc to 
stabilise himself as he takes corners 
at speed and m the desert section 
clouds of dust rise from hhs heel. 

By far the mosl tinv^lcome 
but spectacular effect is the bike 
spanning through the air as the 
luckless nder smashes into one of 
the many obstacles in his path. 

I predict that this game is a 
future number qne hit or their 
ain't no justice in this world 

Conact B^tric Dreams Soft:- 
waf^, 31 C^rfton Cresc^rtf^ South- 
ampton. SO! 2EW (te!: 0703 
2296941 
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Readers letters, Alan's Amstrads, therapeutic 
software. All come under the editor's gaze. 



Seen the letter* page yet? At long 
last you have a real voice. Air your 
views on any computing subject and 
Ihe induilry wilt read it. Gamer 
goe« to all the major saflware 
houses as well as thousands of 
readers worldwide. Look at the Hi 
Scores and youll see a few strange 
surnames, many of them 
Norwegian, 

Why do so itiany Scandinavians 
play computer games ^ Does this 
relate to the long dark winter 
nights up there? Perhaps a friendly 
Norge woulii IJke to write aJid Jet us 
know. 

Programmers are the Unsung 
Heroes of the games industry. We've 
all heard fad nauseam) about the 
Yak Minters and Loco Crowthers of 
this world but what of the others? If 
you've wondered how they are 
discovered and what they do during 
the months of sNence which herald 
a new program, read on and keep 
reading Un$ung Heroes as we take 
you behind the screens. 

It's been a strange month. Over 
the Christmas period the absence of 
a plethora of Amstrad progra^ns 
was noticeable. Since then we have 
»en a belated flood of games. The 
main reason is that most of the 
money Jies in Spectrum and 
Commodore games. Even MSWho 
programs have been enjoying very 
healthy export sales. Why is the 
Amstrad being relegated to Citizen 
Second ClassF 

Amstrad Sugar's takeover of the 
Sinclair enCllve has made software 
houses nervous about the future of 
the CPC series. What has Amstrad 
got planned for the future? WiJI It 
keep two home computers in the 
company or will the next machine 
be a dual 5pectrum/Cf*C machine as 
part of a phasing out process? 

Alan Sugar is a businessman, and 
a very good one too, h\% interest Jies 
in profitabiJity. Ff it pays to kill off 
the CPC series, he will do it. All we 
can do is hold our breath. 

The sad news of this month is 
the departure of my sidekick Mikfl 
Roberts- His dedication to die 
computer industry is undisputed. 
He's been with Gamer for two 
years, since Issue I of its first 
incarnation, and stayed to see its 
rebirth last month. Now h^s off 
into the big. wide world but hc*ll 
still be appearing in these pages 
each month to air his vast 
knowledge of the games' scene and 
sample the latest mega blasts on 
your behalf. Good luck Mike, and 
long may your joystick waggie. 
SWITCH IT Oi=FI 
But. , . 
OFF. I SAYl 
Just a min,., 
DO AS YOU RE TOLDI 
Aaww. just one mor... 
OFFI (cJfck) 
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It always happens just when 
youVe about to crack the n^»t 
phase of your latest £am«^ someone 
comes in with suggestions for three 
mllJjdn other jobs you should be 
doings Even yours truJy gels hassled 
during the long Av^ning sessions^ 
s<avmg over a not review (and t 
almost get paid to do it!). She 
comes in^ waving the latest billet 
doux from the Electricity Board. 

Do you know w/iat f/mc It isr 

res, dear." 

'An you sdtl pt^ytng that stupid 

"Have you see/i thh bifir' 
"SevetAl tim^s, /ouVe been wearing 
it aH wee'r. And stop CAttlng me 
Bilir 
VVftac a™ we going to do ^bout it?^' 
We// you cQuM have it surgicAl/y 
removed" 

^'t don't know whAt you see In 
those things^ It^s time you grew up 
(blah, bl^h.^^y 

Most people Fail to realise the 
benefits of game pJaying. Even the 
most crude zapper games improve 
hand to eye co-ordination and 
reactionSn Adventures^ strategy and 
platform games all improve your 
reasoning powers and trivia games 
increase genera' knowledge. 

"Ahr say the crtitic^, ''but all of 
the violence must affect your 
attitude towards killing.'' 

B^derdash! A game is a private 
baltfe between my brain and Che 
programmer's guile. Wiping out a 
batallian of crack troops has no 
more effect on me than taking a 
pawn in chftM- I know Tm not 
taking lives even though 1 also know 
that this is what the game is all 
about. A garnet a game and life is 
life. Anyone who confuses the two 
should be wrapped In cotton wool 
and protected from the evilp 
bloodthirsty Tom and Jerry 
cartoons. 

As an editor J am only too aware 
that the world of big business Is 
potentially more corrupting than 
any mere game. The cut-throat 
battle for promotion, the beating 
down of competitors, with resultant 
loss of livelihood and dignity^ are all 
too acceptable. Just watch people at " 
Harrods on Che Hrst day of a 
January Sale and you see humanity 
at its most vuJgar and basic leveL 

Violence seems to be a feature of 
the human being. Humanity is the 
last thing we can be accused o^ So 
surely it is better to rid ourselves of 
the frustrations of modern life by 
blasting a few aliens. Why are 
competitive sports so popular? 

Strategy games come in for a lot 
of criticiUTi but most of them ^low 
you to play either side of a battle. 
The PSS game Theatre Europe was 
well and tru'y thumped by Woman's 
Hour severd months ago but^ a£ (he 




Gamer team pointed out to the 
interviewer, the idea of the game is 
to avoid nuclear conflict. The effect 
on those who play it ts to underline 
the delicate balance that wouJd exist 
in a Super Power conflict. 
Conventional war can so easily slip 
into Armageddon when one side 
find tts back to the wall. 

Games are good for you^ don't 
let anyone persuade you atherwisen 
Buy Gamer and be proud that you 
don't have to get your kicks by 
beating up sonteone else^s granny. 

May your joysticks never falter 
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Cloning Around 

fBM-likc machines — or com- 
patibles as the busineu world likes 
to call ihem — have got a big 
boo5t on ihe games frpnt from a 
number of companies. 

The ever lively Creative Spartu 
has launchhed a new iab^l, Stntu^ 
Software {corr^y. eh[] and has two 
new lilies on it — ICON Quesi 
for the Rings and Fdrtune Tellcr 

The first game is an arcade 
adventure about a Norse chief 
who has to live as noble a life as 
possible. As a test he must retrieve 
a golden ring from the underworld 
and return it to the Rhfne maidens 
(yawn)- However Che final test is 
of the king hpFnseir Does he keep 
the rmg or return iz to its r ightluf 
owners (double yawn). 

The second game isn't a garr>e 
it ^1. It Is, In fact, an astrology 
systerr^ perfected by the Hindu 
Yogis -™ seriously, said to be able 
to reveal details about love^ 
marriage, health and other world 
shattering things. Both games are 
available at the budget IBM 
machine price of £I4.9S When 
most such games are around €20 
dvs must be laihy good value. 

Even ciheaper games are on 
ttiejr way Irom budget kings 
Mastertronic (who else) The first 
three IBM clone titles are Ninja 
Mission H Pro-Golf and Five A Side 
Soccer. AH the games are fairly self 
e:<planatory and are available at the 
knock-down price of £9.99. 

However. Nexus^ latest game 
'Super Sunday, based ^^und the 
fast growing media sport of 
American f ootbaJI. is monc expen- 
sive at £22 95. Teams sbg It out 
to reach the final ac the StJper- 
bfiwl. Full graphics and detailed 
plays give ihe player a real taste ol 
the game. 

:^:^ The game can be played three 
.ysj player against player ^ player 
against the computer and com- 
puter auto-play wtiere it's the start 

that count, although the player can 
intervene. ;>■c^ut■^^-f■ 

Co/itact: CSsaffve Spanks, Unit 

Bll, Armstrong HaW. Soutihwood 

Summer Cenrm, Southw^od, fam- 

borough, HRfjypshtn CUM ONF, 

Teij 0252 543 303, Mas rercron^c js 

on 01 377 6830, Nexus, D5B 

House. 30 High St, eecfcenham. 

<ent BR3 fAY, 



GREMLIN'S 

SPRING 
SCHEDULE 



The Gremlin team seem to be very 
active at the moment with a 
dazzling array of titles due for 
release over the next year- 

The sequel to "Oiing on a Spring 
.^ is nearing compleciOF> and promises 
"^ to be a more playable version t^ 
time Usjng the same pipeline 
theme as the original, the follow 
up has many new problems in 
store. The game includes a tourist 
mode which allows you to wander 
through the pipeline to view the 
challenges held by the action 
screens. Humorous touches will 
add to the enjoyment and Gremlin 
are expecting it to bounce into the 
charts in a few weeks time. 

Krakout Is a souped-up v&fsion 
of the old Breakout style of game- 
Bricks must be knocked out of 
waHs by hitting a bouncing ball back 
and forth across the screen. Some 
of ihe bricks affect the character- 
istics of the bat wh^ch may extendn 
double up or become stkky accor- 
dingly. Alien creatures give extra 
<iepth to the basic gamepiay and 
there are 100 dpfferent walls t£> be 
ehminated. 

ST owners witl soon be aWe to 
get thcr own version of Trallbla2er 
and ibe game leatures hi-res back- 
drops to each of the bouncing bait 
scenanos. As svith many of the 
Gremlin games, special cheat 
modes will be hidden in the pro- 
gramming which allow you to 
switch from the standa^ ba^ shape 
to go-cart (suH looks like a 
wheelchair to me) or Thing on a 
Spring mo^s amongst others. 




Fans of martial art games w\\\ 
be pleased to hear about the 
Samurai Trtology which inclu<^ 
karate^ kendo and samurai sword 
fitting together in one game. The 
graphics employ large, well ani- 
mated sprites against Japanese land- 



scapes and there Is a strategy to 
be applied if you're not going to 
end up like a ihin sliced loaf 

Co/?Eact. Gremlin Graphics iO 
Caner St, ffieffieW 5/ 4fS Td: 
0742 7S3423, 
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APS' latest game Grange Hill ^s 
based on the popular chtkjren's 
serfes of the same name. An 
arcade adventure, the game puts 
you in the place of Luke 'Gonch' 
Gardner whose walkrr^n has been 
confiscated. You must recover this 
or risk the wrath of your mum' 

You have Paul Hollo^ Hollov^y 
IO help you — though you have to 
talk him Into rt. As In the series, 
fashionable social issues feature 
heavily — saying anything other 
than "nof" to the drug dealer loses 
lots of potnis. 

Grange Hill — The Computer 
Game Costs £9,95 and is available 
for the Amstrad CPC, Com- 
modore 64 and ZX Spectrum. 

Contact: Argus Press So/r- 
wzre, Wctorj^ House, Leicester 
flace. London WC2H 7NB Tei: 01 
439 0666. 
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Grave Goings-On 

Artolasolt's lac^^t rel^^e on th^ir 
39 Steps \3b^ is a compuKr nasty! 

Bride of Frankenstein is a 
crypcic game which involves usFng 
various tools to dig up bits of dead 
bodies for your hornWe hubby. 

Lo^ souls wander around the 
dungeons and crypts ^d try to 
prevent your grave robbing acti- 
vities. Your problem is your heart 
Should the stress of your grave 
activities prove loo much you get 
a heart attick — Ariotasolt calls 
this its 'special cardiac arrest 
feature'. Arresting ^ulf 

The Bride of Frankenstein will 
be available scH^n on the Amstrad 
CPC and the ZX Spectrum. 

Conacz: ArioUsoft, 68 Long 
Acre, Cov^nt Garden, London 
WC2B 9JH, Td: 01 336 34if. 



Tony Crowihe^ rSfHtffy WiBYning 
the gypsy of the software world. 
After moving from Alligata to 
Wizard Developments ^d b^ck 
again, he has now joined with 
Arlola^oft to create the Gobots 
program announced several 
mornhs agO- 

Using a game called Moebius 
which w^s orJginaLfy planned as v^ 
Alligaca release, Crowther has 
made the relevant changes for ii 
lo become the ofHcial Gobot^ 
game. To his credrt Crowther's 
game has survived the transition 
weH and ts actually a lot better than 
Moebius appeared to be. 

FeBtsw defector, Ross Goodleyn 
has helped to develop an Introduc- 
tory computer display wfiich ex- 
plains the Gpbots' story. Using 
about 20 Amiga-style pull-up 
screens of text dnd graphics, the 
package shov/s a novel approach to 
the TV cartoon theme. 

The Crowther move has been 
accOfnpanied by WE -Music co- 
worker Ben Daglfsh's move to 
Gremlin Graphics. How thts will 
affect the dynamic duo'5 fruitful 
partnership has yet to be seen 
because DagLfsh mu^ now seek 
Gremlin's permisston before 
undertaking outside work. 

At the moment Daglfsh Is 
working in Sheffield, with fellow 
cofnposer Rob Hubbard, on a pro- 
ject for Gremlin. Combining two 
such talents should stretch the 
Commodore's SiD chjp to its 
tmnost and the results are awaited 
with great expectations for 
another computer music dassic. 

Liiid jLimiH'd ;o the top of thf^ 




THEY STOLE A MINNION 



All this outflowing of tafent work in hand seems concentrated ^^^hkt I^c 

^ves one question unanswered: on producing conversions biJt -v^is hiE on 

what is Co become of Alkgataf The Mahoney's ability to unearth new ejl" huT ihc 

company's Managing Director, talent shouLd ensure that the wercd ^Rd 

M^ke Mahoney. claims that [hey are company wiJI not have to bite back ul TrJhuilC 

now Httling down afcer shedding on its new program development ;t^ 

a few crocodile t^^. Much of the for long, ;* f^oinh 
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,7'iuora liniteri/adGAC Incentive mo 

tnlial than befo.^;;^ ^^^ ^^^ ^^ ^^ ^^^ 

separate tWCr \^ „ *c releaw of GAC (Graphic: 
W,000 BT d^ Adventure CreawrJ, Incemlve 
'e NCU was also Sofcv^re has released an exiended 
\^. The unioo (md* to usng the tool. 
ptance Of Ihe ir priced at ar> extremelv modBl 

in a baiioi to UI.2S, the Gac Adwentur^ 

iext two weeks. Writers' Hir»dtjooV Is a datdiled 

- .. — foUe to the s/sten* The book ffif- 

j_ rt pands on the original manual and 

!^|| for t,*l«> includes the sort of tip^ and 

incks that only long axperience 

r^flV lATflTl'"^''^ "P Machine specifkqiJ- 
j^tt J T* 1 "^Inr also included as well as a liic of 

ri^-'Lp Vt. ^£^ ^'^ inlormaiion on de- 
\ fifltd ^'st ^, p^^tecting^nSp^-^tTLMTi^yentores 
I" saia rasi ni -i^^^, charai^er 

crap oncc-a . 'prW^iir 1 utiuti-i n^X'/. > 

Speaking .t u?"%'^ y^;^ W'^^^ 
Tty Busme^^ packed wiib inforrraiion and jt Is 
Ion, he UL. „„ a mefe re-working of rhe 
ernment'5 di^a^uaf like man^ ^uch lomes- it 
layers to st..5houldbev«lcomedhyeverybody 
:efs on merit aiwho umi GAC regularly (myselfifl^e^^ 
eir abiUly to p included) 
I has alwa^ Contact /ncenfh* Software, 2 

nee to me \\i^^f^ ^^'l J^t^i I^ 

Id receiv. 
Clearly 

^rp^-r. ,MUW?TERrRONIC HOUSEI 

to.ibeir job m;/ i, * ,, 

PiiterDrise aii.;Mislflrtnjnic are enienng the fuU 

tiHti puit- '*"^p^|^g g^^g, market with a ven-tne mmaau 

.1 - - t- seance. For a flEure reputed toj sh 
|t\arnmgtobos^|^^^^j fl mHhon, th^ ha^- ^^ 

Sutcessfully taker over Melbourne 
House's British 
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Coiitintnl, *v'ib the sler- 
(ex easing ju^t *> I tn 



ovi. 



....Monty Mole 
^! Strikes Back! 

Grenilln Gr3phk:s hai released the 
final parr ot the Monty Mole 
SEFies. Following Wantect Money 
Mole, Monty is Innocent and 
Monry on the f^un comesLAuf 
Wledersehcn Monty 

Momy hai escaped from prison 
after being locked aw^y (or neal- 
tng coai. Hiding in Gibraltar he is 
discovered by Intermole who are 
out to gel biml Monty's last 
chance is to buy the tin/ Island of 
Hontos — but can he raise rhe 
money? Play the game arid find out. 

MoTPy rflising efforts include: 
ioncing the Mona Lis*; competing 
in t Grand Prii, and getting help 

fnam the Mafia. 

Perils in store for Monty in- 
clude the Mole Fatale m Venice — 
will Monty lose his heart to her?! 

A? ^1 Illegal moles know a Swrss 
bank account a a musT so Monfy 
needs to get his account m order 
100 if he is to retff^ to hii Gr«k 
island par^d^ie. ' the | 

Auf Wiedersehen Money is 
available soon on the Commodore 
64, Amstrad CPC, ZX Spectrum 

and MSX. 

Contact: Gremlin Graphia. 
Units 2/3. HQ'hrd Way. Halfayi. 
Birmingham B6 7AX, Tel: 0ZI-3$6 
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-Tel: 0735 677288. 



9 t' Houses bntisli operations, ,],,^* 

irpOri I ire The pfke paid for the company 

* his raised a few eyebrows in the i ^^^ 

gtriTKluilry from those who re'^''0'^ u? iJIT 

that Che launch of dieir own brwid. **^ "*"" 



end 



e two-week ''^''r"'*'«''*^"^'™'™^'^^,^/thrTto^k 

cnpplcwcfe* **" on MastmromcV^-^e the stock. 



Rumours that Melbourrie 



which 

Aiipon ^ndeti ^^J^^^; 

^ I 1 iack of chart succeis ha^e be*n 

techoao,> v,^ ^^„^ ,^„ ^^^^^ Heath 

,ly 10 reliini U= %^^^^^^ l^^, ^,3, Surely ,: cant 
eiF vott came . be pure coincidence that the lake- 
ula was hamt; over bid came from Maslertronic, 
nighl talks beWdcurrent employers^ 
ards and man*i. The photograph of Mel- 
e is eSlim^'' ' ►Murne'sjo Meads and Jane Den- 

airport £i.li;^ ^^g *a^ ^"»«'i i^t a few days 
QUP before the Australian top brass 

HCJved to clind^ their pro^tabJe 

1 , , I deal, no wonder UieyVe smiling. 
pfltlSil ^' No major changes are expected in 

(he imrnediate future and plans to 




)est in 

1? British \\ork Amstrad 

xe. world, 

h Robiii^ 

if Rollsl^ovie 

iwevcr, t 

.1 by riv 



■ releiM liispector Gadget lor the 
' C64 and Arkham Manor on the 



Jccuiitheduk 
ma 



on 
will go ahead on 

^_ - F ^■ ■ ''1 *. ■ J. 





Melbourne's-jAtiB and Jo Ate enthrall^ with the new look GAmer j^u^^j 



i-t iiumb^TS 

besng pfo- 

niriFs co(j|d 



in^jor indu^irjahsed n-itions m 
Ihe world 

The Trea^urv's Saiesr Ec<*' 



quarter and is now 
hiRher. the '1onKe5t 
coniinuoos 
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pfTiod of 
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THe palace tt^r j pu^- 

KoniH has [Uitbaen awarded the 
New Enterprise Awarrf m the 
Welsh. National Business Awards, 

I98t^ Pni>r!?ss Michael ol i 
i^onijc beat off major oppo- 
sition Ilka Ijura Ashley and British 
Aerospace. This is the first awanJ 
that has been won by a computer 

company. ,. ,^.nii!d ay! 

;^ ^fConix won it as a result oTlhe 

^ production o' a revolutionary 
new pystick. Speed King. It is 
extremely popular both he*e ind 
in the US where It il Iwing 
marketed by games gtant, Epyx. 
Contact: Konix. Unit U, 
i^rfjowv /jTih«rna/ £jtare, Tredegv. 
^iGwefit NP2 4QZ. Tel: 049$2B 
^^'4if.[Lial bodily harm to 
iwo pohccmen. 
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BUT WE 



MISTIMED IT! 



'T LET THAT HAPPEN TO YOU-GET TO 

I 

CBM64/128,Ams 

TAPE £9-99 DISK £14 
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Alwo wav lest nf skill and tierve-canyou o 
manoeuvre thtau^&uiiLFdgri' And blut a p; 
through rhciDyriadorfDlDUTful block-s and 
the r«1uni, are your reHexe^ Ta^t etiough to 
retrieve the speeding missile. dellfcT^'' ~ 
its block shattning journtv oi regurgii 
cotilempluoUi^y from Ihe ogrt.''ftjiiDiith. 

Graphically brilliant. Compulsively 
ibwrbiDg. At the highest levels your skill and 

FORE irS TOO LATEI 




CittDlIn Cnphks Software LUL, Alphi Hdual 
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DANCER: 100 ACTION PACKED SCREENS MEANS THIS f.AMF IS OX-KRIilADED WITH FIJN!! 
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Smell something 
burning? It's the second 
part of Dragon's Lair 
and it's really hot stuff. 
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Converting s video cfiK arcade 
zid venture inLO d hon^e compuu 
gjmc IS ^ daunung taUcn Wlch 
DniRon's Lair. Soflwzift Prefects had iheir 
w<M-k tuL out and Lh« gafne was patchy 
— ex^ttgaf sections Interwe 

Ycm'M be pfe^sed to knew that 
Dragon't Ijr H. Escape Irorn Sinj;e3 
Castle k a VIST ImprovErrwni tfght great 
ganws linkfld b/ thfi ^Tory of Dtrk the 
Daong's return lo the laif of the Dingon. 
now njicd by ihe Lizard Kjng. 

In hJs firs^ advemure Dirk rtscutid t^ie 
boautifut Pnnce&s Daphne, No-^ he is 
^^jfymg to escape wit+i ^ pot oi £okf whlcfi 
^#^■^1 rsllow him to keep her fcn :he rrunner 
IJto which ihes accustomed ^^^" 



'. ;■ -.X' 





Wo join Oirk a^Te negotiates the -^pids 
and nvhlrLpools ot the ^^ve^ beoc.iiiJi 
Singe's kini^dom Rjd^ng the whuf^ yp^Et^ 
of fKe boulder-sirewn river is dangerous 
buL thevron Hashes appear to gmde /ou 
along thtf »rest p.^ch.-^m j 
- Each of the lour H Wf^ifnes are 
baitcaily the same, a choice of two 
passage "5 followed b> ^ choice of three 
ihd a final rwo on each of the screen? 
As ^u approach, the chevrons fl^sh and 
you have to push the joystick lefi, nghc 
or c*flcre before the chevrons d^3appea^ 
AkhougJ^ c he IS a simple reaction game, 
you have to have ^^our wits about you if 

u are to iee the whirlpooh 
You enwr the grotto where three 
es swirl back and forth ac^os^ Cbe.,^ 

ree^i. Dirk can steer left or rJghf, 
ed Up and slow down Timing Is 

trythmg and it ts difertint each E>me 

you play^ 

There ar^ thre* different whirlpool 
screens to ncgottate then before you're 
back with anorher section ol whiu- water 
and a further s*t of v^hlrlpools Phew! 



BOULDER ALLEY 
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Title: ^Escape from Singe's 

Castle 
Computer: Commodore 64 
Supplier; Software Projects 
Price: £9.95 



Shades of lnrfana^>fWywhat'5 thjs^ A 
king u:t boulder rolling lowardl our hero 
down a narrow channel On<e mo*^ "=' 

back '0 reaclbn games ^ ^J fc 

The screen ^hows Dirk running 
^dwr^rds you will', clw boukfer m hot 
ptirsuir. Every now ancf then holes appear 
In the channel and if Dirk doesn": (ump In 
ime he'll be crushed as he trips over 

V that's not enough there are ballj ^ 
oiling up and down [ho Shdti of the 
channel and yo^i h^sve tp time Dirks ^^n^^ J 
(refully lo thai he isn't sent V"& 



^AWi^Sii 



^/^//^^c^/////////////^^^^ 




Caetlc 




A$ Dirk pragreLsefi the wills of cHc 
gully change colour making ic more V ■ 
difficult to «fl the oncoming cb^t^ck^ 
Living by ^ur wns is on* thing but th[ 
I5n't funny. 




uc a Tool wrong and Dirk 

m the murky pool fa*" beneath" 
ragon's Lair- 
To make chiQgs wone cherei a farge 
t in here who must be fertded olf with 
he 5VflDrd before he pushes Dirk to hJs 



No sign of The Lizard King but hts laid 
traps Tor unwjry adventurers. Goodness 
gracious, greit balls of fit* whlli round 
Dirk's ears. No wonder this ff ciBed 
Singe's Castle! Keep a cool h^ad as ha^ 
hands of flame reath out to caress you 
and the Circle ol Suspioon trses to engulf 
you 



THE DUNGEONS 



Ur^ 



The dungeon of the Lizard King is the 
hidiftg place of the crotk of gold. A spefl 
has been cast by the king and your sword 
is wrenched from your grhp and sticks tfi 
the goWen trove A* you wai^der acicss 
che roorriH lines of force try Co dnve you 
baclt inco a corner You muse reach the 
sword and take the gofd or perish H you 
win the hng is defeated ind iJien j^u're 
fr^e to make your escape to Doom 
jn^eon on horsebackr 





v'Vnii Lhti place burttby tR^flfne architect 
svho designed Boulder Alleys Dirk Hies on 
the back of a magical horse down never 
ending corridors, dodging all manner of 
[3irbarne |unk Blazing boulders and hunks 
of hce make you run hot and cold as you 
[ry to avohd smashing into the corndo 
walls 
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AlfTiosi there- 1 he tej to escape 
inside a bottle on rhc far side of a pool 
of hot, bubbling mud. Mud mon^teri ri*^ -^ 
froEti the sludge to challenge yoj as youj^-^ 
pitk a careful pathway Lowirds die gap [^*»^ 
which yawn^ between Dirk and the kcy;"^** 
Almost thhe ^" 

Inge's Castio is an £vn j^ace peopled 
by the quick And the dead^ if Orrk is not 
qu^ck enough he wilL be remi^amated '^j^^ 
hack at The start of \\\% adventure. This 
get* really irritating but with eight games^ 
and no hkgher levj^^jj j ^t^ "^ 

he tape is a rnultlfoad^ » f: 

amounc of winding and rewinding js 
needed beTore Dirk sees the light of day. 
\ did find that my version of the game 
seamed to pve problems on both the 
C64 and 6^C if I stayed on the H "" 
game for too long Instead of entering 
Boulder AHey a: the end of the river, the 
game fooped t-.uk to the beginning again 
and passtog tiirough the centre passage 
on trt* white water scenes pnDVed ^ 

jjnpos!ibleH ■ 

Th*; graphics are very similar ro 
Dragon's Lair bur 'he music is i 
improvement- Not surprising because i 
was written by the Maestro himiell, Rob 
Hubbaid. Each scene fi accon^panic-d by a 
suitably atmospheric composiCfon whjch 
adds a lot co the enjoyment of the game 
*Superb graphics. Fantastic sound, great 
^sneplay, incredibly addictive Don't |ust 
sit ther*^ reading this, go and buy a copy 



That horse was a nightmare as you raced 
hot foot into the dungeon but now bolts 
o< lightning flicker from the ceiling and 
light die floor around you Which ejtit 
can Oirk t^ke' How many creatures muse 
he kiti to escaped 








'•'SCORELINE 

'•j Impact 
*• Originality 
* • Gameplay 
^X-Factor 



At tast, a peaceful room with a pl$ci?ant 
tiled floor. Oh no! Where did thai tjle 
go^ Squares appear and disappear as the 
heroic figure dodges this w^y and tha' 
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Cassette £9.95 ^^^^^^^f Disk £14 W 

1 Morth Parade, Parsonage Gardens, Manchester M3 2hH. Tel: 061-835 1358 



US- GOLD COMPUTERSPIELE GMBH, 
Daimlerstrassen, 4044 Kaarst2, Hobbuttgen. Te!; 02101600425 





''Old games don'r die, tfiey jmigct 

convericd. For \i would appear 

that as nEW machines arnve, or old 

on« become cheaper, gamm 

almost forgoicen over ihe yeari 

Suddenly re-emerge to fill a space 

^g^aoF^hat no-one knew e^isLed. 

f The games market i^, in ^flect, 

I a wonderful carousel on which 

€i<luLi&Ttd Id&u sink Into cbscurlty. 

bonly to rise :o new heights the 
nent ctme around. Clever 
advertising and a mdlcaf aesthetic 
Irei|Vorking ^s atL anyone need apply 
to an aging iheme to be ^e to 
reJ^unch Ft looking prisdne 

Often no changes need be 
ide to che original game^ Take 
Data soft's recently released 
Arcade Classics for the JBM PQ 
Mt'^lor example^ a compilation 
K featunng ^ho^c two aged 
r favourites: Dig-Dug ard Pac-Mart 

^^^ How has Dausolt got away 
^^^wkth releasing two such irtte titfes? 
I The answer is quite simple With 

I die in> 



>^ Gamer's monthJy look at the games 
^scene of the business world 



'yr^.^. 






the introduction of the Amstrad 
IBM compatibility u nowtf 
the reach of almost every 
prospective computer buyers Pac-Mw? flff^TSn't belfeve 

^^_^udget. And since most of those ^ho^i there is anyone left that does 
^^^seople will have noc previously notknow what itis, feitureiapill 




■Ma3^ff™r 



I ov^ed a computer, what better 

^ gameji to offer them than ones 

|[ which they are lamlbar v^ith, if only 

, by name alone. Maybe I am being 

I overly cynical, but that is the only 



not know what 
popping gluicon who roims a 
ghost bnfest^ maze in his continual 
search lor food- Along the 
labyHnilis many corrrdors arc 
located tmj^piLLs lor dots^ as 



summary. Is to mat<e Pac-Man eic 
ai rn^ny piHs u possible, whllu 
avoiding the ffiosis' deadl] 
embraces 

Notwithstanding 
success m the arcades DJg-Duga 
probably still nDt as well known li 
Pac-Man. AJthouj 



he Eh sis' deadlly 
iStanlnF itslSrefflMe 




sr^urmnmem. 








resurrecting two wcJi 

remembered, yet passe titles- 
There are much better games 

availabte lor the ISM PC. but if 

Pac-Min and Dlg-Dug are your 

fnd of thing, tHcn 1 suggest that 



utiato our hero's 



: called i 
that help lo 
appetite 

In addition to the normal sized 
dotii there are four Inirger ones 
which, when eaten, allow Pac-Man 
to turn the obles on hLs tenacious 



you could not buy beccer version* assailants, ihe ghosts, but only for 

than those featured In Arcade a few seconds. 

riujiEi. _■ i j iiBMM I The object ol the ^^me^ ^n 




^mmmm^'^^irm 



gnms are qutte different. Dig-Dug. 
like its cIh'^ssc stablf^ mate, is a tale 
about 2 strange character s hin- 
kertr^ for food and the hazardous 
lengiK^ to which he wHl go to find 
It Thts time the action takes place 
not fn a mue but underground. 

A fire bf«thing dngon and a 
corpulent monster calted Pooka 
InhiUt the subterranean world of 
Dig-Dug, and both are, of course, 
extremely hosule Whereas tht 
main character in Pac-Man is for 
the mosL part pissiv^, the one In 
Dig-Dug can shoot at his pursuers 
or even drop boulders on Them- 
AIL in the name dI e 
you understand 

Arcade Classics Is a good buy 
if you still ^earn for the good oT 
days when you could approach a 
computer game in the Pnov^Iedge 
chat you n«d not poSMss a degree 
simptyto be able to under&undthe 
I n^i truce ions. However, il you>e 
after annhingth.K requires more 
Lhm qu^ck reffexes, you would be 
better of I looking elsewhere- 

If j'Ou an tired of arcade 
gamgSr then Harold Gale Associ- 
ates' Macro Tnvia, price tl9.99, 
could be iList the tMng to disperse 
the mental CObwebs- 

MiCTO TnvIa it: not as graphically 
attractive u Domark s TrMal 
Pursurtn being more comparabfe co 
the trivia machines encouncored in 
ubs than anything found on a 
ome mjcro. And, unlike Trivial 
Pursuit, Jts format docs not en- 
coffipass different well defined 
sub|ect areas. Instead, the game 
Cannes on a dJsk cont^nmg lOOO 
SD-calledpot luck questions If you 
would \Af^ to buy disks CO ntammg 
questions bawd on specialised 
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Copies, ^uch as history, ^c^n, tv & 
radiOH to name but i few, sorrbC are 
avallble Irom Harold Gale As»cl- 
atts lor the excravagent price ol 
£(2.99. 

At the CLmt of wrltlngn MJcro 

raT^asavailablefof the Amstrad 

256.flSI2y6l5B'lSl2. Apri<:ol 

Xen/POXi. and a!f IBM corr^t^ 

bles, but * verwon should be 

<ivallabJe for the At^i ST r^nge and 

ZX Spectrum b^ the lime /ou read 

Microdeal has had a good track 
record where the Ac^rl ST is con- 
cerned, afthough some of the 
compan]^'^ more recent relea^s 
have given rfse to the fetlmg ihac 
Its licensing policy is becoming 
iomewhac less decerning That 
iakl. The Karate Kid Pan ir re- 
airirms Microdeari position ai one 
of the foremost^ If erratic. 
''^Blppllers of quahty software for 
N Atari ST 

The Karate Kid Pan Jrfi based 
on Che i\\m of the same name. It 
tells the story of Danfet LaRuiSo, 
a young boy who becomes the 
protege of an old Karate maHer 
called Miyagi. Having proven his 
ab>ljty. Daniel is sent to the Caslte 
of King Shoha^ Wrth the bespoke 
aim oi discovering the secret of 
the drum. B«iween Daniel and the 



drum stand ihe evil Choren and his 
many henchmen, all of whom are 
themsetves well versed in the 
ancient arc of Karate. 

I have phy^d a great many 
mar^l aris gam^ over the past 
few years, but none of them have 
qurte matched up to The Karate 
Krd Part 11". In my estimation it is 
even better then 'Way Of The 
Exploding Fist', mainly because its 
programmers have fkh been too 
ambitfous. For example, they have 
made the animated characcE^rs that 
fight In ihe foreground a great deal 
smaller than those in 'Way Of The 
E^cploding Fist', with the result that 
^heir movements appear, except 
lor when walking, much F^>ore fluid 
ihan those of their larger counter- 
parts. 

Besides the fighting secpjences. 
The Karate Kjd P&rL W also 
contains two nkc variations on the 
usual bonus screens. One of these 
Features a beautifully detailed full 
screen vign^«t of Mlyagi clutching 
a pair of chopsticks in one hand. 
To gain extra points you have to 
catch a fly* that bunes abouc the 
screenn bee ween the attenuated 
tips oi the chopsticks. As well as 
the obvious movement of the fly, 
both Miyagi*s c^s and hand are 
animated in such a way so at to 
produce an extremely comic 
effett 

In the secv^d of the cwo bonus 
screens, Daniel has to break a 
number ol blocks of ice with one 
hand Again the anJJTiatJon ts 
excellent, this ume depictjng the 
movement of Daniel's arm as ri 
swings around lo smash the ice 

Almost 35 impressive as ics 
graphics are the sound effects 




which accompany them, in the 
fighting phases these include both 
musk: and digitised, or ai least I 
thi^ they're digiused. grunt$ and 
groans. A nice touch that I have 
not seen implenient«d anywhere 
else has been to output the music 
through che Atari ST's MIDI port. 
So anyone who has a Casio CZlOl 
or sfmilar MfDl compatible 
keyb^rd can lisien to the music 
throuf^ It rather than the lembJy 
tinny ^eaker of the niomtor 

Of all the m^ny types of 
computer game on the mari<CT, 
the one I cannot abide is Tl>e ffrght 
simulator So it came as something 
of a shock to di&cover that I 
actually liked playing ^c Atan ST 
version of Mirrorsofts Strike 
Forte Harrier, a game which has 
rw^f^r appealed to me m any of its 
previous incarnations. 



As you push on towards Ehe 
enemy HQ, hostile tanks try to 
knock-out ground slte^ belonging 
to forces aBied to yourself Unless 
Xh^ lanks are destroyed, your 
mission is doomed to failure. Alter 
having dispensed with the mitiaf 
thrust of the enemy's surface 
forces, you m^jst set-up a new 
ground stte. That, like the others^ 
wiH soon And itselT under attack 
from tanks and so need your 
protection, fn j|| there are Sil 
different operational areas suitable 
as ground sites 

Strike Farce harrier has greater 
depth than many other fli^t simu- 
fators. Though It lint that whhch I 
find appeaWrg- What I like is iti 
accessability. So many games ol its 
(!k reqL^re an almost Inhuman 
degree Of dexterity making them 
virtually unplayable. Strike Force 




Stnke Fortie Harrier ptaces y&u 
right in tlie cockpit ol a somewhat 
customised V/STOL figher Al- 
though i mentioned the word 
simul a to r earhe r. M Ir ror sof t ' s 
game has the added dimension of 
a proper scenario. Which is to say, 
once you have learned to hande 
che aircraft's controls properly, 
you can embark on a preplanned 
r^ission to destroy the HQ of an 
unnamed enemy, situated some 
125 miles from your starling 
posit ion r 



Harrier, on the oiher hand, can be 
played and enjoyed using the 
|oy$ttck and a minimum ol two 
keys on the Atari's keyboard 

It isn't just it$ playability that 
makes Strike Force Harrier such 

3 good Hying gamcH 't is its graphics 
as wtIL The scrolling of the ground 
beneath you is fast and ^tiooth. 
and there were times when I was 
playing it that I actually experi- 
enced a little motion sickness, and 
you can't get more reafistk than 
[hat- 

i 
5 



ir^. 




EMPIRE SOFTWARE 



Spectrum 



Slar Glider 
Legend of Kage 
FooLbafler o< the Year 

Avengfir 

Frre Lord 

Deep Slrilie 

Gredt Escape 

Jdil &reak 

Contact Sam Cruise 

Rogue Trooper 

Handball Maradonai 

City Slicker 

Double Take 

Vie Ar Kung Fu II 

Top Gun 

Slallone's Cobra 

Scalextric 

Sky Runner 

Fair light \i 

KOn ami's Golf 

Super Soccer 

Don he/ Kong 

Terra Crestg 

Thanatos 

Academy 

Shao-Nns Road 

Uridhum 

Hy pa ball 

Bomb Jack II 

Space Harrier 

Sold a million I (NEW) 

Academy 

Coin Op' Hits 

Yie Ar Kung Fu 
Mjkie 

Green Berel 
Ping Pong 
Hyper Sports 



RRP 
1495 
7.95 
7.95 
9 95 
895 
9 95 
7 95 
7.95 
7,95 
999 
5.95 
S.95 
795 
7.95 

7 95 
7.95 
9 95 
9.9S 
9.95 
7.95 
7,95 
7,95 
7.95 
9.95 
8.95 
7.95 

8 95 
9.95 
7 95 
7.95 

9 95 
9.95 



Our Price 

10.50 

550 

550 

6 99 

5.35 

6.99 

5 50 

5 50 

5.60 

699 

5 20 

S.25 

5.50 

5.50 

5.50 

5 50 
6.99 
6.99 

6 99 
5.50 
5.50 
550 
5.50 
6.99 
6 25 
5.50 
6.35 
6.99 
5.75 
5.75 
3 99 
5.99 



9 95 6.99 



Sold a Miilion III 

Fighler Pllol 

Kung Fu Master 
Ram bo 
Ghoslbuslers 

Durell Big 4 

Saboteur 
Critical Mass 
Turbo EspTit 
Combat L/nx 

Five Star 

Zoids 

Equinox 

Three Weeks in Paradise 

Back lo Skool 

Spindi??y 



995 6.99 



9 95 5.99 



9.95 6.50 



Special Offers " 
Spectrum 

HRP 

Revolution 5 95 

Rebel Plant 9.95 

Nesor 695 

Superbowl 9 95 

Lord of the Rings 15 95 

Hyper Sports 7 95 

Project Future 7 95 

Defender 7 95 

Galaxians 7 99 

Ms Pacman 7 99 

SnooKer 7.99 

X eel 7.99 

Moon Cresla 7.95 

Pole Position 7.95 

Fighting Warrior 8 95 

Quazalron 8 95 

Pyracurse 8.95 

Druhd 7 95 

Green Berel 7 95 

Tnvial Pursuils 1495 

Commodore 64 

Jack the Nipper 9 95 

Deactivators 9 95 

Way of the Tiger 9 95 
Doomdark's Pevenge 9 95 

Trivial Pursues 14.95 

Fiht II 9 9& 

PSI 5 Trading Co 9.95 

Int Soccer 14.95 

Ciuedo 12 95 

KensingTon 1395 

Master M<nd 1295 

Electra Glide 9 95 

Hunclibach III 8 95 



Our Price 

5.50 

3 99 

3 99 

499 

3.99 

499 

2 99 

299 

299 

2 99 

2 99 
2.99 
2.99 
2.99 

3 99 
4.99 
4.99 
4.99 
4.50 
9 99 



4.50 
3.99 
499 
499 
9.99 
5.99 
499 
4.99 
499 
499 
4.99 
3.99 
3.99 



MSX Carirldges 

ping Pong 17.95 7 99 

Sky Jaguar 1795 7 99 

Hyper Rally 17.95 7 99 

Yie Ar Kung Fu 17 95 7.99 

ViH At Kung Fu II 1795 7 99 

Track 'n' Field II 17.95 7.99 

Antartic Adventure 17.95 5.99 

Amstrad 

Music System 14 95 8 99 

Herberts Dummy Run 995 2.99 

BBC 

Lord of me Rings 1595 7 99 

Computer Hits VI 9 95 4 99 

Computer Hils VII 9 95 4.99 

Match Day 9.95 4.99 



9 95 




Our Price 

6.25 

6.25 

6 25 

599 

899 

6.25 

699 

6.99 

6.99 

6.25 

6.35 

6 25 

5.99 

699 

6 25 

6.99 

6.25 

6.99 

5.20 

599 

699 

6.25 

6.35 

6.35 



C om modo re rrp 

Uridium * Paradroid 895 

Alley Kat 895 

Vfe Ar Kung Fu II 895 

Terra Creala 8.95 

The Sentinel 9.95 

Great Escape 8 95 

Sigma 7 9.95 

Rogue Trooper 9 95 

Strike Force Cobra 9 95 

Stallone's Cobra 8.95 

Fire lord 8 95 

Donkey Kong 8 95 

Footballer oM he Year 9 95 

World Games 9 95 

Jail Break 8 95 

Sky Runner 9.95 

Double Take 895 

Tomahawk 995 

Hand bad Maradona! 6 95 

Marble Madness 9 95 

Avenger 9.95 

Legend oi Kage 8.95 

Top Gun 8 95 

Super Soccer 8 95 

Z Zap SIzglers 

Who Dares Wins II 
Drop Zone 
Wizards Lair 

Thing on a Sprmg 

Coin Op^s Htts 

Yie Ar Kung Fu 
Mikle 

* 

Green Beret 

Pmg Pong 
Hyper Sports 

Sold a Million in 

Fighter Pilot 
Kung Fu Master 
Ramt>o 
Ghoslbuslers 

Durell Big 4 

Saboteur 

Critical Mass 
Turbo Espn 
Combat Lyn 

Five Star 

Zoids 

Equinox 

Three Weeks in Paradise> 9.95 6.50 

Spindizzy 

Scarabeus 



9.95 6 50 



699 



9 95 99 



9 95 5.99 



Speed King Joysticks £9.95: Revs hot shot £9.95: Quickshot 11 £5.99 

PLEASE SEND CHEQUES MADE PAYABLE IN STERLING 

FOR OVERSEAS ORDERS, 

Please make cheque's or postal order's payable lo Empire Software 

EMPIRE SOFTWARE DEPT CG 3 

118a Palmers Road, New Southgate, London Nil 1SL 
Postage and packing included in price. Overseas add 75p per tape 
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ekome to our on-going hi- 
score competition. All you have to 
do IS send in a detailed 'hint' of a 
high level rn Che game. This serves 
two purposes — to prove your claim 
and to help other pla/er5. 

The best hints will be printed^ and 
the best hint of all each month v^ill 
receive a prize. 

AIbo we are going to start printing 
photographs of you, so when you 
send in a high score, as well as 
attaching your hint, you should attach 
a passport sized photograph of your 
'orrible visage, we prefer mono- 
chrome, but colour will do (though it 
comes out a bit blurred). If you want 
the pic returned, remember to 
include an SAE, and put your name 
on the hints as ^eli as the back of 
the photograph. If you want the 
hints to be published then v^ prefer 
them typed with wide margins and 
double spaced between lines. 

All entries, as usual, to: 
Computer Gamer 
H^Sf:o^es 

Argu^ SpedaHst Publications 
I Golden Square 
London W1R 3AB 



_ Send to Hi-Scores, Computer Gamer. _ 
I I Golden Square, London WIR 3AB. | 

I Full name...-...-.,-,,- - 

I Address I 

I ::::::::::::::: ■ 

Telephone.,-,,,.- -..- 

■ftge ' 

I Game,.,-.,- - - . 

I Score - -..-. 

I Machine - - - -. | 

I Signed | 

I Witness | 

I March 1987 



I Game 
I Action Biker 
I AciJon Biker 
' H/per Sports 

Hyper Sports 
I Pole Position 
I Pole Position 

Elice 

Elite 
! ElitG 
; Elite 

Who Dares Wins II 

Who Dires Wins II 
1 Raid Over Moscow 
\ Raid Over Moscow 

Zaxxon 

Zaxxon 
j Exploding Fist 
' Explodirig Fi5t 

Exploding Fist 
1 Yie Ar Kung Fu 
' Yie Ar Kung Fu 

Yie Ar Kung Fu 

Yie Ar Kung Fu 
1 Commando 
j Commando 

Commando 

Ram bo 
; Hunter Patrol 
I Gyruss 

Gyru^s 
c The Eidolon 
i Bombjack 
i Bombjack 
I Paradroid 
A NOMAD 
J Frac talus 
J Green Beret 
I Green Beret 
[| Green Beret 
; ACE 

ACE 

Dragon's Lair 
^ Undium 
* Uridium 

! Ghosts and Goblins 
Druid 
li Slamball 
J Alternate Reality 
I Fist W 

I Kane 

] Xgvious 

I Avenger 
Trail blaier 
^ Lightforce 
J Ikari Warriors 

II 1942 



System 


Scorer 


C64 


Richard Ewart 


Aun 


Nigel Clarke 


Specimm 


David Stein 


C64 


Sigurd Winsnes 


Atari 


Dominic Anderson 


BBC 


David Brown 


BBC 


Robert Booth 


Electron 


Craig Burbndge 


C64 


Jason Kennedy 


Spectrum 


Barry Dyson 


C64 


Julian Bryant 


Spectrum 


Shaun Bowes 


C64 


Adrian Watson 


Spectrum 


Mark Henley 


Atari 


Simon Jones 


C64 


Mathew Taylor 


C64 


Douglas Sinclair 


SpectTLim 


Robert McKane 


Am$irad 


Chris Rastciro 


C64 


Jeff Barber 


Amstrad 


Robert Montgomery 


Spectrum 


Paul Mahon 


BBC 


Peter Lipscombe 


C64 


Scewe McDonald 


Spectrum 


Freyr Kolbeinsion 


Amstrad 


Justin Brown 


C64 


Adrian Watson 


C64 


John Watson 


C64 


Christopher Brown 


Atari 


Michael Cameron 


Atari 


Aaron Hard wick 


Spectrum 


Michael Brown 


Amstrad 


lostein Rortveit 


C64 


Rick Oberoi 


Amstrad 


Neil Fenton 


Atari 


Mariin Craven 


Spectrum 


Mark Robertson 


C64 


Torsiein Vee Haukvik 


Amatrad 


Loucas Thornas 


C64 


Ian Grimne/ 


Spectrum 


Richard Dunseich 


C64 


Wa/re Ingold 


C64 


Declan Curran 


Spectrum 


Kurt Freeman 


C64 


Lee Markham 


C64 


Graham Jones 


C64 


Neil White 


Atari 


Christopher Beard 


C64 


Stuart Can (well 


Am$frad 


Terjc Ment/jaervi 


Spectrum 


M>ke Roberts 


1 

Amstrad 


Mike Roberts 


CI6 


Steplien Auis 


Spectrum 


Vidar Wernes 


Amstrad 


Dave Harrison 


C64 


Adrian Da vies 



Score 

258920 

237462 

415980 

139842 

I366S0 

123350 

214748364 

1100476 

4289S73IS 

431316 7 

112550 

4I0&S0 

423300 

672650 

199130 

2456200 

417500 

853200 

94800 

20096400 

35023000 

2750000 

809900 

9507500 

I7I63IS0 

141450 

3500100 

132350 

374900 

378450 

19499 

L436230 

1275420 

S4470 

2500 

220723 

129800 

83500 

7682000 

16910 

III5S0 

230098 

1466290 

I3SS05 

501150 

Light Master 

1596310 

e89432(e«p) 

518100 

34608 

5IB60 

36% 

218610 

352700 

58 7 8 500 

56100 
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It's easy to 




advertisements. 
But which ones? 



Every week millions of advi?msernt'nLs 
appear in print on posters or in the cinema. 

Most of them comply with th<^ rules 
contained in the British Code of Advertising 
Practice. 

But some of them break the rules and 
warrant your complaints. 

If you're not SLire about which ones they 
are. however, drop us a line and well send you 
an abridged copy of the Advertising Code. 

Then, if an advertisement bothers 

yoUn you'll be justified in bothering us. 

The Advertising Standards Aathority. 
If an advertisement is wrong, we're here lo put it right. 

ASA Jul Oept 2 Brook HouHTomnBtDnPlacp. London WCIEVHN 



/ 





S U h 
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atahj b-bit software 


C^S£ C\S.*. 


ATARI ST SClFTi^ARE 






TRIVIAL PUREurr 


TZ.T5)18.fl5 


LEADERflOARD 


21.9$ 




TOMAHAWX 64K 


A»1QK 


LEADEREOARD TOURNAMENT 


e-50 




FIGHTER PILOT 


fl50;1Q_g5 


BASKETBALL ? OM Z 


21 K 




TflAlLBLA^ER 


*»-12 75 


LITTLE COMPUTER PEOPLE 


2g 95 




STJ^PJQLrAKE 


T.»nDB5 


SPACE PILOT 


12. 7S 




MONTEZU^*AS flEVE>lGE 


t»/1S7& 


^PHLD GAMES 


3t» 




3PV V5SFY 1 


aSO/12.7£ 


VJINTER GAMES 


31 H 




SPV VSSPV II 


B.5C^'12.75 


SUPER CYCLE 


21.95 




SP-r VS3PV iir 


A/5E>^ 12.^5 


CHAM ProN SHIR WfteSTLJNG 


21.U 




MERCENARY COMP- 


1Z.7S 14.BS 


FLIGHT SIMULATOR U 


4A95 




JEWELSOF DAfiKhESS 


1175Via75 


PSION 30CH ESS 


21 4& 




SILICOf^ DREAMS 


12.7SV1^7S 


STAHGLIDER 


S1» 




LASER HAWK 


e ^5-^9 w 


THE PAWN 


2T.*5 




INTER KARATE 


&.B£'ia4£ 


KARATE KlQ ll 


2-F-» 




SOLO FLiGt+T II 


S 5D;f?T5 


vrflRP TiWE CLOCK CARD 


33 K 




ATAfll ACE^ 


e.EO'N^A 


TRIVIA CHALLENGE 


IE 9^ 




SHOOT EM LrPS 


d sd^n^a 


TIME BANDIT 


24.95 




5UPER HUEV 


S 5D^1J.7S 


►"^INBALL FACTORY 


2i.«S 




qILEnT ^fRviCfi 


N^A;12.7S 


THE ANr*,1ATon 


2«gEp 




M.^nNMIST 


N/A/El ^ 


ART DiftECTOH 


44rH 




HflnyolhcrlMI 


\cm nvbilnble. 


TELEPHONE (0625} 25229 






MEW T3 TIES AVAILABLE lUMFDlATELY ON RELEASE Cltlblllh»d19a4 




'li^ntS r^UQiJBS PQ 










Aucm^ numt^f ro - SU'JARO SOfTWARE (CG) 


o 




PO &D)t79 


. HAUCLE5FIELP. CHE3HI|1£, BKl[>JPf 






MEGASAVE 
SOFTWARE 

46 THE MALTINGSh STANSTEAD. ABBOTTS. WARE. HERTS. 



BPEETTPUM 

Dnublp Tnho 
Bu1C^ H^fd Gu^ 
Jflil Brpah 
^□mpLLlcr P«4p^ 

Inhfirilincc 
Bridn Cli?>-ighi 
^plorar 

Acre? Jfl1 
^lonl ^rvicA 

Top dun 
Sup«rm]i* 
T«rt Cr«t* 

[^dunliBt 
dpac« Hflrnar 
9{]mbfB[^ ? 
Shcirt Circui[ 
Ag»M Qr^n^ 
nemB9L9 

f ulUJfl KrugPit 



RAP CUR 
PfllC:E 



7 95 
7 95 
7^b 

995 

U^ 
^95 
EJ9^ 
995 
795 
7^ 
7K 
795 
B95 
T9S 
79A 
7W 
B« 

7m 

9 95 



L7S 
S-7J 

^75 



11« 
B.Tt 

«» 

Bh75 

9-JS 
■ 40 

S,T5 
5.TS 
5.7S 
«« 
5.75 



4.99 
ft.9fl 

5.75 



9.95 

575 

e.99 



Caora 7 9^5.75 

Aliens 9 ^'~i 

SCAlBfttrlc 9 9S 

SomCruifiB 7^ 

Five 5tAr B 95 

LaBl NiOIA fi 95 

ALEkdnmy Q 95 
baltierieid 

Germany 12 9S 

ElfrVBIO' ACEiOn B 95 

GnU r 95 

l-l I Par^ 9 K 
CQMMODDRE »4 

Ehinglot C-utIn 9 95 

Pnrk PKMCA 1 99 

JAil &redh a 95 

5upe^ HijBy ? 9 9& 

bupgf Suniny 9 gs 

[>OUtilc T^U^ A 95 

D^nd^ 9 9S 

Acr^jfihSl ^ 95 

GdUntlvC a 9B 

rpBLE hiafrter 9 95 

blRrniidr>r ^A 9^j 



1.B9 
IH 
t9B 
t->f 

5.H 

e.n 

fi-91 
4.H 
4.H 

1L9& 



FrofllEiyli 
Fi«1dt or FlfB 
Q^^n^uy Kopg 
ShQn Cirtml 
Tap Qun 

FulUTB KniQht 

C lAireflliinB 
Vwnnmm fdj 

^ilifT^n DpVflmi 

Lfttjyrn-i5M 
Gun ship 
LL^Adurtird 
Alit±n& 

Affl^gpr 

Brm^^ Cli^uQhB 

Tomahawk 
LflAt N'niB 

Nn^rirrdCu 
R£id 2DD0I 
Tprf nrs. DAfip 
A^tm Crnnr]-n 



EK«e 



999 
B95 

895 
B95 
S95 
B95 
995 

S14 95 

1495 
B95 

1495 
99S 
995 
995 
995 

149^ 
995 
9 95 
&B5 
99S 
9 95 
995 
A9& 



4,» 

Btfl 

11.9S 

BH 

B.eo 

SH 
B.H 
»« 

17 95 

11.99 

B9I 

11^ 

t« 

9» 



5.91 

11.93 



■.9» 

■.99 



F^up t£] ElBlfe neh^ft on w^AllBbfllly and ap«c4Al oheri fInQ 9921] «- 97{35U 
All prhrcT Include IrDc Fait drill vtr^ rip^d frdhlt rJriy dfrftpBrch whrn ^npHtHtilif OvCfBCAt 
{]fdef»add5&pp?r tflpe 5 -j dive muni on 4)JicHrdcrf1cir«cvrficifm ore tdpcAorleavAJufr 
pyef E45 fl F.P.Q WelCOmB ChM|UpJ;P Q wE.C a payiiblc \r\ FDXQ C-Q 



HARDBALL 



TAPPER 




P'oryour 

CPCtiia8M6-l 




H^hTd ktll puEj5 you mlhcricld as bolh player and 
managE^rwilhconlrolofphys^ical play and ^tnuegic 

dec]5ionti,(etilLii!! your aplili^ecriTirfrTaclconB and 
yDiirphinnrdapprafiL:hLoL]ifjpme. 



Yrtu are the frrri?id barli^nder Irvine In hwplhe 

wvefcndingnowLifthtratytuKtanierGwtll watEfred. 
Ketiptht? trodnii L-ommg, but nut Lw foi^L 



Order your copies now 

at only £9.95 on tape 

and £13.95 on disc 

AvnilAblE from good AmsEradrnmpuU^rj^torki-^lflHOrswnd coupon lo 

MurketingD^pIp ArnBtrod.Itrf^iitw^Kid How. iRHKinn^id Etodd, 

Breht^VDod. JiliiseK. CMI4 4GF. 



nzand CGUfH:ir> Ig. ABrhfllIng D^pt Armtt^ C^an^c^r)^ El^Clrw^lC^ n^r Prgrhtivood 
l^ouso, 1 09 Kings Road. Bf erCwoDd, Esgs n GU 14 ^ EF 



AMSTRAD 



Ureiitwo(HlHniiw.tfl9KiiiB'sR()ait,BrthtwocidKasi"X,CMM4EK, 

TeL 0277 2JKI222 



IvQI I It7 .4..x.^..xbHdxpH'^" + 4^^l-f ^h+H + ^h-f-PTh+H + r 



+ + l-l-ri + l-H + l IH + + l-l-ri + 4 H bTh h4 + — + 4 + Th + 4TTh4-riT + l-+ 



Address 



Post code ..,.....„„„ Tef. Na 



HARDBALL 
TAPEjO&QGJ) 

HARDBALL 
DISC (07063) 



TAPPER 
TAP£ (00007) 

TAPPER 
DISC (07007) 



IPtEASE DO fcCI rSP^n f,!^y fJCfJE'i' WtJH Ttt<f: COL'BCWf 



CG/3 





gog Avast Me Hearties ^^ 

O^O Punsaboirtbotdesolrum.bgned Cp*"""*"^ of advertising ihai no '(ceni as they bke to think. ZO, 

r\^n treasure and wooden legs aside, r "^18=^"^ "" "™ "'t^ouc So. for J I surted wnting v-nih the mien- \J X, 

^O P"^CX. o'^ copying, is a very im- "^ software prrates it is easy. yS don of attacking schoolboy piracy qW^ 

OiiO porriit '""e ^er^ the compuHr C Software houses have Cried to '( ard, although I cannot condone an ^Q^ 
--lO^ industry ts concerned. /• s^^P P"^y t^^ ^^^"8 ^^^''^ pro- J Illegal activity, 1 can sympathise and QQ 

^O*-* The form that will concern ^ «"<on but after waiting eight. IneaHy defend it in most cases. ■ j-^W^ 
.^'.rf*. i-- :- J ^ mimirM for your game to load, '/feel the softwarenouseshive alot ^^-^N' 




^ Q most readers 

OXO 



ihat will concern 
is what l! termed 
Thii 



( 




schoolboy copyfng This involves i)™ '^o"'^ reli^'findinE four J^answerfor and thaiUiey are the Q^Q 
rvv ,^pplng or selling copies of Colours of out 10,000 dou where < ones who often brmfi trouble upon -O^ 
rr^n ^^^ ^^^ the^fo™, doing the ^one small mistake c^n force you to J themselves. ^fY^ 

XO^ «'i^™ ^°^ ^^ °* = ^'^ Little ^ k.id it again - not .popular idea, j^ -j^q 

OXO did I realise that when I read the C^^^ " ^^^ cartridges actually ^^ Name and address supplied ^Q _, 

ogo 

\^jm^ done copying 




:<i^ 



for it. Let me give you an example. C Law Is considered the best 



If you decide to buy a shoot- f ^°'^^° oecause you are innoc^fn^ 
>un vou could be faced with a ^ ""tH pra^ed guiky. but the law is 



t one link 
if missing - 




m the so/iware c/iam is ^0^\C 
" r/}e reaihr iJ^\J^ 

em-up you couW Ite lacea wicn a " k— "- t—v )* '" r>w o/d rfa/a a prorpectfve ^^Q 

choice between Uridium, Psychas- C ^''^T* '^P*" ^'^ interpretation. If ( customer coo'd v^lk into a smaif. Q Q 
tria Terra Cresta, Xevlous, Light f yog buy a game and make a back- } ncighbouihood shop and play a J ,_ t),^ 
Force I9« aftdSanxion. Nighon ^ up copy, which is your right, and ^V^jme or two before maicing a ^\J^\J 
70 quid worth of games and ihey T rhen sell your game (which Is ilio '( deosfon on )^lch one to buy. For *^Q^^Q 
aH sound io good So what can you ^ y°^'' f^E^^O you have not broken ) man/ reasons this « no longer Q "TOZ 
do' Buy one and get copies of the C ^^e 'aw y^t silll have a copy of your { poaible In most shops ihatlkno^ * O^O 
m^' Not many people's money f ga^^e ^a/Kf the on/j' resorijs to compare J* W — ' 

wW strnch to buying them all It ^ Commercial pirates are the real \^jamere«e*s/rorn sclera/ sowrej 'ijWqW. 
ft hard to choose, but it's not the C criminals V^ll-organised criminals (lo help you make the "5^1 XOXO, 

'^ deciiian. J-.0->t 

The copyright 'dodge' whch '^v aO^ 
you outline is a liUSe misinformed. Q Q 
Another ™onfor'co|^TnE is ^ ™» ' they hive small overheads y H you are cayjht u^ng a back-up O^QZC 
price If you Hand tlO and the C and high prof ts, knowing full well ( copy, t/ie /aw wHi insist that >«u ^Q -^Q -, 
Same's no good or too easy to f that they deceive customers andl. aiso produce your original master ^^Xj^K, 
complete, ft could mean several ^ tbat they cause the kind of losies ^» copy. D zfO-lC 

wicks' pocket money wasted with C ^° ^ ^^^-^'^ ^^"^^ that a school- ( Software houses are not trying O^O--, 
no chance of any money back ^ boy could never achieve. Thins the J lo r,p-o/r cherr cujlomen ^uf to JO--. O 
Peopledoncneedtocopygames^wrtof activity that is ruining the ^^prov-rfe a servicfi which v^li alia -N^O^j-j 

costing f3 which. In my opinion, f^'^*^'^ "^'''■^^^1' ^"'^ <s JneBtus-^^p^v^pn^fftaWe The legal phrase ^Q^O^ 
Is a totally fTHSonable price tor a -able. People like this should be) tav^af emptor (buyer f'^'^^f O^O^O 
piece of software. t- prosecuted and given the maxi- < applies just as much in the com- ^U _ U 

■ LAI ^ I A w AH>n b-ba-ij ^BJ^J^ ^nj«bri J _ _& l t- a a -h^ h^j aJ- hi- rri- w4 j-uj-um- lxjbpJ% ^^J ^^J 

S°§°c 

tiS is. Maybe they ^ appointed and I expect many of) Is cheated ouz of money which ^^O^OlI 
should take a good look at the C you have had similar experiences .< >vouWr>orma/;> be ptou^edbacfe ^O—Q— Q 
country and have a word with the r and It just can't be avoided. I wouW f, into devetoping bigger and better •^n'-'(-\^n 
people in their accounts depart- ^ like to campaign that every game ) g^es in the fucurc. D O O 

Ineni C bave screenshocs for that version ( If otheri^aders would like to |lOXO])^0 

Schoolboy pjracy is so easy. It /■ on the packaging Many software ) aV fJie^r Wews on this subject. I J -^0--^Ort' 
really is. Take a magaiine and see ^houses do. Including the cheapo s. j* would be pleased to publish Cheir '^^Q^O^i 
how many cartrWges are adver- C ^^ ^^^Y **o"'^ and having screens '^ thoughts In pantcular I'd like to Q O O 
tiwd which will stop the game and -, from a different machine can ) hear what the softwane hoE/ses 3 QQ^( 
make a back-up copy to disk or L deceive and often be more harm- ,( themselves have to say. — O^-^O^O, 



CB or soitware. ^ ^. ~.-^^-,.- -~ ^ - . --.^ - . ^ ..f,^,,« j«- ^ ^.-^^.- ... .. 

Some software houses afi try- f ">"'" possible term because they ' .pirtef^ames market ajJC does wrrfi 
, to iqueeie even more out of ^ ^re responsible in part for the high j* anyching you tvy. 
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Send your letters to: 
Talkback; CoiiVputer Gamer, 
I Go^en Square, London 
WIH3AB. - 




M7jnp< ihai artflck parh ". ant lo :he maeaiines than produc 



The Truth? 



Deaf Gamer 



\1 Why do p^opFe lie' Because being 
\^^ truJiful can be painfuL Lying can 
\^\ aLw bE quite proliuble. 



attack each \ ^t to Uie magannes than produc- 

,_, „ a sad lesson I ing truthful articles and providing 

jf learned from the gutter pre«_ If [ a service to rhelr readers. ^Wiar 
h^ chac'^ their idea ol a rood honest ^ 



m^gaxjnes th^t 
other buc that is 



^ 



good 
read then the best of lutk to them 



do you thinks 



t*K 



I L-i^^ aLw be quite prolitable. 
JJV We all iLke to hear n>ce things 
\\^ sbouc ourselves. The problem is 
that, if we only hear good about 
Ourselves, then we usually become 
big headed, our ego outgrows our 
true sell. What a horrible situation 
to find oneself in. Why then does 
the computer industry, especially 
the games market and the maga- 
zines chat support it, find itself in 
this situation^ Ever/thing we read 
abouc computer games, and com- 
panies which make Chem, is 
wonderful. One coii/d say that It's 
all too good to be true. 

Why don't we read more < 



^ Let me clarify: a person wrote ^ 



m 



\^ truths in Our magazines? Perhaps 



r*.V^*^^ IS run by retire 



K. Smith 
East Ham, London 

1 review for a magazine about a j '^""^^ °^ ^ ''' ^'*^ ^° ""^^ '^ 
game The review was quite ' fwrfectfj- cJear thai Che mag^ines' 

favourable but did not give the \ referred to were not called Corn- 
game a five star rating When the . purer Gamer! Iz i a pity thai you 
article appeared addedtoftwasan^ ***^n't ttrave enough Co name 
extra paragraph Ijoosting its rating. '. names but such pracPcej as you 
'\Why on earth did this happen^ mI mention have been unearthed m all 
\ the editor wanted a rosy r^lew o! ]' types of ma^aiines in p^[ yesrs. 
', the game why didn't he review it ^ f'rom other feiten I have 
\ him^K? ^ recesi-^ I know ihit your tcsn sre 

J On znor\\ef occi&yon ip&r5on\ shared by others but. as I cannot 
* wrote a scathing attack on a piece | ^^ ^°r other magazines, all I can 

Y of software and submitted it to a • "X « ^^t any NUJ member i*onJ? 

V magazine. The editor agreed that L '"'s «^t would play no pan in nKh 
W the software was not very good tdec&t 
W and said the magazine wa^ in the \ To underline our independent 

process of reviewing it. But, sur- '.position look at the range of com- 
C. prise, surprise, when the review ^'paiies appearing in Duffers each 
] appeared it contained nothing but ? month, f^any of tbem regularly 
^ praise. I wonder why^ ^ advertise with us and accept our 

p| Maybe the money received 1 '^^ '^'J^** ^ '"danced and honest 



people just never complain about 
anything or perhaps the industry 
IS run by retired clergymen. 

Of course there art a couple I from adverttsing ti more imporr- 'opinion 



MSX Maniac 



I hope you will keep up iht. releases a^ should be m the .hops 

I Z.ZI. nlP^^ed to see you Eood work by rev.gwing more o( about now 

, .^ very P^^^^-^^J^^^I^^ f,, ^3^,, .^J,,,,,, f^, ,^, HSX Goto play a game^l 

co™.ers more seriously as Here are some of the games Und «^_„,^„ Bedfordshire 

■nual games machines is^nce I as many of my (r-ends. would like Vftire^ey, oeo 



rizi^-2-v:^^ 3r:.-;*:-= =;£.-•'«"■-" 



Commg Soon 

Gamer's Hints and Tips gukfe to 
Khievhrtg the high ^core you've 
1 Aays drcarncd of rtaching Send 
?our entries lo Computer Gamer 
rllNTS ac the loiters pago address 




Aliigata Bites Back 

Dear Gamer 

1 must make the strongest com- 
plaint about your idea of a review 
of chess Jiames in the February 
issue - 

CoFTiparing differern programs 
ts very uselul when the compari- 
sons have meanLrt^H tfut I cannot 
understand why your reviewer did 
not make an eflort to iccurately 
inform the reader The closing 
comment, '1f you are the least bit 
serious about the game it has to 
be Colossus 4'', Is downright mis- 
leading and stupid too. 

Why does he rely on a results 
panel printed on the packaging oi 
Cdusskis 41 Ask CDS how these 
results were achieved. They cer- 
tainly were not achieved on a 
Commodore 64 versus Commq^ 
dorc 64 basL5 nor Spectrum versus 
Spectrum t>ecau» neither version 
of Cyrus II had been released when 
the packaging for Colossus ws-^ 
printed. It is easy for a superior 
machine running at a much higher 
clock speed to beat a home micro 
but what does that prove? 

I am sure the overall scores are 
derived as a result of your re- 
viewer's acceptance of these 
fhguret and not from any test he 
did. 

I suggest you try a serious 
review of each product on one 
particular computer system sjmllar 
to the comparisons often seen in 
car magazines which list features, 
results of tests etc, then usefully 
inform your readers and help them 
reach a reasoned decision- Vbu 
would not find What Car^ com- 
paring a Ford Fiesta with a Vauxhall 
Carlton and deciding that Fords 
were no good. 

We have introduced a part ex- 
change scheme which aliows a 
computer chess player who is not 
absolutely convinced of the mertt 
of Cyrus to send his old game plus 
£6-95 to LiS, in return he receives 
a copy of Cyrus on tape or disk 
V/^ offer a full money refund and 
retum of the tape if he is not satis- 
fied. To date not one person 
returning a CoIosslis 4 has asked 
for it back. Enough said. 

Please be more professional or 
leave chess to the magazines which 
are. 

M. J« Mationy 
Aliigata Software 

OK Mike, point afcen. VVe are 
in the prxJcejs of dc^iiing a hir 
system of ev^iaation which wilt 
n?su'f in a tesc of ten gAmes 
ch^iienge and we'll pubti^ the 

tbu don't s^ /k?w many p&jpie 
h^ve akenup your generous off^r 
but I'm sure iomeone, som&Y^fiere 
witi be interested nowf 
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Monty Mole's back! Win a T-shirt 
and a copy of his autobiography, 
Auf Wiedersehen, Monty. 







Afcer his Escape (rom jail we 
lelt Money boardmg a bo^t 
for che continent Now he'i 
heading across Europe to his sun- 
kissed reluge but he needs your 
help_ 

With the aid of G rem fin 
Graphics, Gamer Is giving you an 
opportunity to give your joystick 
some GBH and at the same time 
get your hands on some Aul 
W^edersehen blag. 

The two cartoons may look 
Che same at first glance buc there 
are eight subtle dilferences Make 




of I with your Gremlm booty by 
correctly spotting them, circle the 
chartges on cartoon B and then fill 
in the form beneath. If you are one 
of the lucky 25 winners you couJd 
soon be receiving a copy of the 
game and a T-shirt absolutely free! 

All entries should reach us not 
later than first post on March 31st. 
1987 and should comply with the 
rules printed on page 98 of this 
edition of Computer Gamer 

The wtnners will be nocified in 
the May isiue ol Gamer so order 
your copy today! 



Monty Mole 



Gamer March 



Name: 

Address: 



Age: Computer owned: ^ « , 

I agree to abide by the rules of the competition. 



Sign«|: 
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SUBSCRIPTION KATRS 



t>:^ II 1,90 tor 12 issues U.K. 

f^i^ £16-S0 for 12 issucv Over&e;i5 Surnice M;i 

i^Jrtf) i5lM for 12 issues Ove^sca^ Airmjil 



Send ihis fiirm with ycjur rL'miHiincc; to: 

ISFOSET LTD.. Times House. 179 The Marfoves. 

Hemel Hemp\tead, thrls. HPI IHH. 
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Tak^ the naxt stwp forward into b iixmmn^fun nf 
cofrypatar onterta^nmant whrnra antiar^ m^d i 
aMut^TTwnt ttk^ 0fr a ntw fnQBnmg Fromthc 
warld'^ grw3ta5t cr^a ior sjf amui^tion ^aft\AfarB 
commManiintialm\^abta nuHaction uF war gafrt^s, 
Fmntaii^i and ad^fanturaus ch^H^ngBS 

No langaf ara uou ratUictuti to th^ canffrw^ of a 
gamaptan.nemnomfWfai/DUraii^ritupiintha 
3bifitf9i and ^mitation^ qF a ^afTJDta Aaftw3ra 
p^ogfa^T^m^^ fof gvu^ anjs^gftjant H^r^ is a 
chsHanga tn wfvctj gou taka c^mptata control. You 
maka tt^a dacis^ans 3nd gov manipulate tha 
drcum^tancBS to maat gour Qtiia^ti)fa^ Har^ irou 
ara tha tma mastar, gour dB^t\ng n nut srrr^p/g in 
tf^w ^v^d of gour r^flakas, ft'sin thapowaruf 
your mmdss waU 



-BKOAa6Ui&^ 



1"1 







^> 



^ 






EZ4.99 



id (- ,. 



4rv 



mdtak 

£23.93 






( 



\ - 



- .P-' 




1335 



^-' -^ 



^ 



^ ^ \ 



l^i^ 
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i9HA« £24.99 '''^'^^ €2^,9S/E29.99 
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PHANTASiE 
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l^Title: 

Computer: 
■^^Supplier: 
i: Price: 



MGT 

Amstrad 
Lorkiels/Activision 





.^r. 



m« bivc noWoA ultiifon. Th« 

ra^nmTTiEr tt^h he has a dutj^ ta prevEiil 

c pUyer getting .^ny further and sets up a 



O isometrjc mize ^arriei for tht 
Amjtrad U't rather old hat ^l iht 
momtnl- Everybody ineJ his doj? fhlnks 
that they cAn produce a BjDod g^me of lh4^ 
tirpe hec^u^ ihev tfp w t«y to prti^r^m 
Few movM;^ oD|«U, nti im^ath strolling to 
worry about and it need not be too lasl. 
Everything h set for such garner to be 
chorfied ouE by ihe bo^L toad, with ju» 
differint; graphics and a lew puulH 

However once fn a while z r^aiooabrc 
type of game in thh mould app»n, Whar 
makes it more enjoyable than iny of rhe 
othen? Is it graphiciafly bc"er^ Nul 
n«euarily Dl>p5 il havt more rhaJlengtn^ 
problems? Probably not, you can either 
take them ar leavi: then> Is iht 
presentation more ^mpret&lve? h the 
stenarJD more stimulating? or realt&tic^ 
Probably net, but lome gam« have jus^ 
ch^t little mmethmg thai will (etla^at^- 
them ffom the crowd and make thefn th^t 
much Fnort enjoyable^ It is for refisoni l^*- 1± 
this that our X-F^ctor ratmg wsi^ dPrt^dn 
When ynu can't measure Ft in d you caii'C 
define iL wh.st can^ou call ii' 

MGT has this quality There is nothing 
else thait scparaies Jt frum the herd of bad 
)D male games than plague the worlds If it 
slower than mcist, has less mov^m^nt on 
the jcreen and has solvable purtles. 
Perhaps i^ 's the puizles that make it a 
good ]jame. A lor of puzzles in theu sorts 



dicijious chain of tvents to stop the pliyv 
sul-^ln^ the puzile. 

In MGT the puzzles can he ptifsued 
lo^Kaily^ i>othing is unattainable^ and 4 fittlc 
bit of ingenuity and a good map will takt- 
you a long way Your task 4S to ^uidc^ yatiT* 
hover Tank through a single level ^scle^ 
{hr want ol a better word}- Ho-^ever . 
entrances tn rooms are at diflfi ent levels 
and you have to pfan yoUf routhj ^arefully- 

Progress around the maif is vis doors, 
»me ol which have bafHers across [hepn. 
There are keys to untoct" Ihese and Mt 
pads Id take you up to d^llerenT f«V6ts at 
well as iced walkways tt^ take you around. 
However, against you aro f«rtjrity robots^ 
laser sencineU and dummy keys thac Will 
do you harmn 

All this combines to make an enjoyable 
and attainable gime that will tax your 
mind and deductive powers and make yov 
ff^l "ti if ynu havt completed somethfng 
v.-arthwhile, and mithe you feej prr^ud ^r1 
exhausted) that you finished it [1 d].d)s^[^ 
Vm tiot ure wh^ 
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GAMER 



It's March, spring is in the air and 
the editor's gone staric, raving mad! 
He's giving away HUNDREDS of 
games! 



mmmw 



A 



. _ ^ he editor's finally flipped. 

"\m We'd seert it coming for monih5_ 
k must be the preuure of work 
or maj^be he's comt out in 
sympathy with the Mad March 
Hare — he's decKfed to have a 
spring cleining teuton and gjve 
awaj' ^\\ his library of garner! 

Considering that he's been 
reviewing for se^r^ years, the pile 
of games on offer is Incredibly 
lirge One day several large card- 
board boxes appeared in the office- 
On inspection they were found to 
contain games for atf Che ina|Or 
computers: Spectrum: Commo- 
dore I& and 64, Amstrad. Atari; 
MSX — they're ali here waiting to 
be claimed. 



b9V. 



It's sheer lunacy and we're all 
lealous becauK wc can't ^nter the 
competition . . but you can! All 
you have to do is guess how many 
games there are in the three 
boxeSn complete the tie-breaker 
and a bundle of give-away games 
could be yours. 

It's amazing. It's unbelievable, 
but it's true! Some of the biggest 
titles of tht past few years are on 
offer, from companies such as US 
Goldn Hewson. Ocean, Electric 
Dreams. CRL, DurelL, Llamasoft, 
Imagine, Virgin GameSn Firebird, 
ftainbird, Mastenron^c . . . the list 
is long and illustrious Some of the 
gamei are so new they're reviewed 
in Xim Issue of Gamer and others 
are even more spanking — they're 
reviewed In the ^^xt issue! 

This is an offer that you c^rCt 
refuse. Bur the only clues we are 
giving is that there are more than 
100 games \r\ the pile but le^ than 
500. 
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GjUtier Miifch, 
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All you need do is write your 
answer on the back of your enve- 
lope, enclosing your entry form. 
The closing date for the competi- 
tion Is March 3lsf, 1967, wKenthe 
games will be counted and the 
wfnners selected. 

The prize winners will get no 
less than 20 titles and probably a 
lot more! Even we don't know yet. 
Send your entry to March Mad- 
ness, Computer Gamen ASP Ltd . 
I Golden Square, London WIR 
JAB. But make sure you read 
Gamer Rules OK on page 98 first. 
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Computer owned: .... 
Number of games in the c 
|] agree to abtde by 
Signed: , ^ , . 



* J h H 



"s horde -,.,., 
rules of the tompetition. 




25 



^v 




WOID THE MONSTER RUSH FOR 



THE NEW 




W%^ 
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SUBSCRIPTION RATES 



£15.00 for IZ issues U.K. 

£18.00 for 12 issues Overseas Surface Man 

£61.20 for 12 issues Overseas Airmail 
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x%. ■■■ ■-- "-■ *■■ ■■■■ xx%, -.. ,^ 



Send Ihis form with your remltiance to: 

INFQSETITD., Times House, H^ Tbe Harlowes, 

Hemet Hempstead, Herts. HPI IBB. 
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Title: 



Classic Snoolter 



Computer: C64 
Supplier: Anco 
Price: £8.95 
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Snooker has alv^yi been J sport 
that ^oftwart houses have tried to 
rnimlcH but with kOe ^ucccs:. The 
results have been tompromised 
either [hrou^ ball coloJjrs, the 
number of balls M^d^ or the speed 
of frfay, I remember one classic 
example in a maga^jns kitting when 



bactOTTi, Jeft &r rtght spin a^d the 
strength ^f shot before scattering 
the batli around ^e taWe. Jf you 
get a red in, you get a chance to 
go for a cotour which is high^ghted 
by a bar m you C8n*t get confuied, 
Th^ synem h easy to use and soon 
you'll be topying the ^hots made 



Title: 


Professional Snooker 




Simulator 


Computer: 


: Spectrum 


Supplier: 


Code Masters 


Price: 


£1.99 





th« balls disappeared wit 

potted Maybe they were stacked 

up on top of each otherl 

Now loystlck Davies\ Whkes" 
artd Higglns' can cha9k their cues 
fal a duo of sriooker ^tars) at a 
true snooker star 

Aflcos Cl^iHk: Sn^^Oker pwt 
only offers all fpftMn rods and alt 
the righi colours on a green cibte 
buc a choice of three computer 
opponents and ihe option lo set 
up the Cabie however you frke. 

The cue ba^ Is aimed wfch a 
tur$or before seiectlftg top. 



I&ional 
^Kdaltties of your own. 

The Computer opponent^ will 
give yoki a good game at a variety 
of feveb coded amateur, novice, or 
profesiionai- Be warned though, 
th^ professional level is good and 
regularly gets breaks of over a 
hunct^ ieaytng you as an admrrtng 
spectator. 

The action does sfow down If 
more than three bails :irc movJng 
but thi£ is acceptable as the whole 
ihfflg i5 flkker fr^e ^nd a a bonus 
loam In only a few seconds. 
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SCORELINE 

Originality 

Impact 
1 GamepLay 
X-Factor 

OVERALL 


75% 
8S% 
90% 
85% 

84"^ 
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The sflookcr garr^e with the trendy 
title brings the ewitement of tiw 
top class game to the Spectrum 
screen at a budget price . 

Do&pite the curiotfs colours of 
tfie green and brown ballst the 
game features reinark^ly srnooth 
acifon. 3 new twist to cofitrtrfUng 
the white and a repTay facttftj^ lo 
you can watch yo\^r best thots (or 
flukes] agajnf 

The game is actually the Spec- 
trum verilon of an Einsrern game 
vflitten by Hard Software now 
converted for the Spectrum and 
released under the new budget 
label. 

The ganre is for onTy two 
players afihough there is a demo 
version between two good com- 
puter players and Jl's a ihame you 
can't play ihem. 

Lining up y^ur shots couldn't 
be easier with a cue showing [he 
direction and a large white baFI at 
the top of the screen used to po^- 
tiort the cue for those impressive 



screen ^hots- If you're aiming at A 
ball (artd not a cushion) then thn 
appears behtnd th^j wNte so that 
you get a head-on vrew to judge 
the angles. Thts has a rcrnarkabie 
eflect on the accuracy of your 
^ots and ts mor^ realiitic ttian 
other systems found m lesser 
games. 

Finaliy you can develop your 
skrtts during a practice version 
where yEKt can move the bads to 
any position and even reset them 
to replay ttre shots^ For once the 
cheapest gartifl i$ also the best. 
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Star Games, 

Alpha House, 10 Carver Street, 

Sheffield S1 4FS. Tell (D74S) 7534^3 








^M I ih^ lane^L ball gimfl lo bcitjp>ce_, 

^B I into view The ti^nd bepm 

^M I wic^ GreinJin's Bi^iji^H^ ^nd 

^^ I ^incE^ ihcn ballL^f^ marbles 

^P have bfr^n bOLiOCft^g jnd rolling 

H from one hif ro another Now 

fl Hcwsan h;35 added its own bnind 

^^ o( mn^i^ i.hai inspired classics such 

^^La^ Undium, Quazatron and Para- 

^p^^ droid CO Impossabdll to add extra 

_r^^ bounce to :t Tavounte formit. 

T<H5 dejch-deiymg bouncing 
here muu navigau^ ^ighi mcreas- 
mgly unpleasant 30 corridors full 
r^f ball-burscing spikes, hero-frymg 
rlaini^& and punishing plasma fields 
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XvI*X*.*] Hewson shy away 
'X*I'X'X j investigate a new : 
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from sci-fi to 

sphere of interest j g^X 
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The spikes ^ic on [qp 
less columns of various he^J 
tesT. yoij'^'tMiuncing it^ills, 
Lur^^eLy, tney seem lofhd 
magnetic draw and have attr 
many a baN to dest.ru ctior 
n^d-bounce ^ 

The plasma freldi patrol alp' 
iectlon^ of the corridor either or 
:he Itoor or thq ceiling and seem 
LCL be (U5t in the wrarg place at the 
^l»nj;tjrti£ cosnng y^ =*nQcher of 
;fOH*feuf liyti 

The secreHoT success natlirally 
lies in ball conA^L-^hich you can 
praciJce bcforj^uu cross che 
smarting line thus starting the 
ctotk If left alone, ihe ball 
bounces jusi off ibe ground, 
Pressing the hre button ^ives idtoui 
CJitra bounce uniil four presses n. 



laier it's t- 
of ihe con lUyr r ri 
and ir saon sm 
in the air you 




control of the balLio you : jn make 
jl tjnd almost an;^^' ■[ 

with practrc.e you uh-uu-J b\ ■.'-"■It: 



M heigh: naturally includes an awful loi Qf 

[^"c biinon (ire in the lorm of frames that 

ag.iiii Onct either patrol like the pl^vo fietds 

o^L rotal or leap out ol t ho door Oi tsllmg 



more th,^n le 
dlmosi twite a^ 
clobber 

ImpoB^ball (e:^t 
to enguii an unwary playei The irtual high standard g 
Lccond liddition are 'lashing pjd^ full 3D and perspecti-^e 



nej bui you've 
cylincf^Ts [c 



icwsor s 
";s with 



positioned under c rue pal hanging 



ubalk 



Ksskidow "ind thi 
____ _ c>Mder*, Mami 

************************ hUr^&fiaJ^c .ih wh.d^r.*-^Anw 



'*"* ja state ot controlled panic 



jnce onto a cylinder com^ 
irroundcd by spikes Hrj 

With all the bes^ 
1mp05Sab[3ll IS pla^d^ 
controlled panrc 
^el Two things are 

ith the inclusion of 
■PLTving wuh Fire 
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f-_. r nine 
moi 



I /ou ^ .jnL_.. on them 

o flashm^^ju actually 

n'""- [^mebu^ then tf>ey 

' -omirtg deadly and 

ip Co avoid Com- 

■ r md you've only 

0_ You do gi-^L 

.id5 200 




roblemi 
ays CO oni 

Amstrad 
the game 



SpectJ^^'s cdlouj 
strict the screen 
two colours and 
screoislook brightcf 
remami t^e same 

Impossaball \^ the flnufgame 
of yei anoiher Kf Hpawon pro- 
grammer who ^^lUffi II a tough 
act CO follow ^Wnaps as hanj r 
chc player% will find his game ^r js 
hard as icusci. grouse Mi-- obvious 
cliche "thr g3trie*s impossible^" 
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Gordon Hamlett looks at adventure L*X*Xv ' >l 
creators pastt present and future. I*^**»**-'-*^ M 
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nifcrfl- Over Cbc last bur yban 
thoxigh, there hive been considerable 
advances made. 

Hovli^ff awiy from adventure writer^ 
far the momeni, the s«te of the art pAr»r 
,«t [he fn^HVwnt h undoubtedly Chat useet by 
Mignetit ScroMs m th«ir gtrtiu 'Th? hwn^ 
and fortficoming 'GuJId of Tlifeves* 
Sentftnces 5iich ^ pick Che pickpotlf^'i 
pnckflt with the pick axe' can be 
itiidflr$[()Dd ^ anybody an actually be 
bothered \s^ type them In. 

In pri^ifie^ rt^ost commands can be 
made perfectFy comprehensible by u^ 
four wofds iKtead of Cwd^ TypKal e^c^mpln 
may be. ftill troU ^itTi swdrd^ give money 
tQ beggar or put wand in box Of cou 

There has been a la[ qT interesl you we>uldn't actually u» any of thev 

ftxpreised fficently \\k adventure piirasei In this torm^ you would ay 

wnten. The most retehc relEi^iw was th« wand m the bot' but the paner wi 

Incentive's Griphic Adventure Creator reduce this to the four word level, j 
or GAC and the first games have Add^rJonal hits ?Mch as multiple corn 

sfaried tci appear that havt used GAC ai dire<i objects and possessive, are just bells 

their fy$lem. Of roursE^, the ufiEity that and whlsU«s — they're nk4 to hav4but noE 

started them all back in 1*83, was the essentiaL Am Wy: ^ ■Wk^ 

Quill from Gilsoft. This allowed ^nyhodip to A lot ol tiiB i:TidcUm Iwelledigalnit 

wrlTe ad^ntufe^. but il this st^ju, they advpmiir« writing utiLiti^s, if tli^t all die 

w*rc tMt only GiJioft Ihen brought oiiL game* lend to have the Hme feel about . 

the Illustrator af the market ri>ov«d them. Certainly this wat [and ftfn U (q J^ 

inexorably towards the Inclu&JDfl of gntphics Ame cxtpnc} true with the ^arly Qunied 

within a ^ame. NoWh they are releasing games and thd ume accuution haA aln 

their new syticm PAWS iProfesslona] ^ \ j|fa«n leveifed agiimt GAC products. This ^ 
Adventure Writer System} and we will be\ V ^tfr but \ th^nk somewhat misguided 
bringing you a review of that rtiSKt month. . cgmn^ent. Authors ire still fe*llng fheil^ 

' gi Each new prcwluct tfflngj with it added iV^AMy wi:h the new toob and it wiir be »me 
• Mphljticarion in the paner — the part of * ffre'"^ before its full potential is reahsad. Vou 
' the program that tnes to make ^^n^^ of ^ J nP^^y ^^"^^ ^^ compare ^ch Quilled games 
your input. Originally, most advenfures ^ • 'is Bored ot the Rings and The Very Big 

used a simple verh'naun system — drink Cava Adnnture with the earlier at 

,bwr, kill dragon, gel cloak or whatever. U^ to r^lha hqw the arr of writing 
soon becarne [^bvioui that two words -^^ii|M ventures using such faciiities ha; 

reilricted the vocabulary considerably anS,, Prirogrtflsed. Authors Like tht Si Brid 
adi^enturers were often reduced to trying i^TFilegm and Fergus McNeil use the Qui 
to find the exact for^ibinatlon of words their basic tooip but Ibtn modify u they 

necessary to solve a problem, ^\T9^ T^f^ "' ~ different chantter sets, etc. 

Dite Where 



hHJ 













The ideal parser 1^ obvJcusTy one 



Already, addittonal programs to be used 



you can type In idea^ exactly as yau ^^^^4%'^^ conjuncTkon with GAC are planned. The 
say them but this is nbviously Impossible ^^ Voscnl^al Myth. whas« game Book of the 
given the memory restrictions impcued b 



are hoping ro release a server gf utiijties. 
These wfll indudEi a compactef thaf Is 
reckoned to ave several K of memory, 
colli^ction of dillerenl fonts and a fin 
whidi enabln these fonts Cv be used, 
n^thout loss of memo 

One problem that theThduftfy*fliTI 
to conw la terms wfth is the pnce of 
games re^ I eased that have been written 
usJnf QuiJlGAC Untess a product has a 
nry ipecLa! quality and is bein^ marke 
by a big company, then it is outrageous to 
charge more than a budget price. 

Compare these two examples, both 
frofn the flm batch of GACed gamq^ 
Winter Wofidtrland and Afn^he Cold are 
af best, very average gsmein To chi^rge / 
£7.95 each for them Is arr outright con. Tfl^ 
fames arE^ nat worth a fraction <ir that 
pnce. They are not a patch on gairet oF 
tht quality of The BoggJi or other lop 
notch Quilled games reciihng for about tfi 
same price- And when you realise th^t 'or^^- 
the price of both of them, you can buy ^J^^T 
cdtliEr of the two luperb Level 9 trilogies 
or one of the earlier Inlocom adventure! 
{pliH three pounds changeff) then you begin 
to see just how far off ch« mark the pricing 
dSion wa^^ 

The second nample ts The Book of the 

d- This game comei in two parts fur 
half the price — four timH better vafuE. ^ 
Added to which, the game i^ a great dealTjM 
Aetter than either of the othar two. Jf 
IncentTve want to write In justilying the 
amounts that they charge, then Compun 
Gamer wiTI happily publish their reply, 
would also be Interested to hear from 
a[her f eaderi and-'or adventure authon^ 
Don'l get me wrong^ If the game ii good 
enough then I have not t)ie slightest 
objection to companies charging \\xS\ price*" 
Guc too m^iny cornpanies {and ihts goes for 
all types qf game) are trying to make a 
quJtW buck wt of »co;kI rate products. .^ 

Neitt month we wJll be looking at 
PAWS In fietalL First impressions suggest 
that it really h a professional tool for 
adventure wbtc 
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Aft«f tearing are>und the ^ie« with Bl^gln 
ind striking forcefully in i HsifHer, 
MLtTorsoft are now plumbing Che ekpths af 
Loch Nes$ io pri>r«ct the Mnnncr frorn 
ilien SH creaturcL 

For Che challenge of th^ Terror of the 
Deep we plunge back to the era of J if lei 
Verne and a time wh«n firange rneteorites 
wer« teen streaking down into Loch Ness. 
Stattish newspaper mogul, KacSw«]r ha^ a 
noie f&r a good story and a reporter from 
[he Scottish Sentinel is manitortng the 
pr Dgreu of an JnirepJd explorer^ Guess 
who. For a cfue look in the Mirror! 

Reports of strange creqt tires rising from 
die murky tjepths at night and terroH^ng 




lt*5 a braw bricht 
moonlicht nicht and 
wee Nessy is aw richt, 
ye ken* MacMirrorsoft^s 
game has a loch to 
offen 
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Title: Terror of the Deep 

|Computer: Commodore 64 
Supplier: Mirrorsoft 



■ ■T*sn 
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J3SENTINfiL 

TERROR OF 
THE DEEP 

Vgrt ^UEiMEfivIfcLE eEHT 




-J 
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krtil) coukl be the result of a dram too 
many, but it's tru«^ 

your la^ has been JnherJifid from an 
Kcentric old engineer who has bequeathed 
his diving bell to you. Using thit 



extraordfnary craft ynu have To search out 
and destroy the meleonle borne monsters. 

After giving a suitably divfng point to 
the captain of the turface shipp you are 
kiwered ifiEo the de^ waters of the loch^ 
All you have to go on is the legible parts of 
an old notebook whkh you found on thb 
floor of the betl. V^ry littl« wai readable 
hut th« entries memioned ^wres which 
attach to Che stationary craft and join 
together, pods which gtow before they 
hatch, the presence of evil crystals^ one of 
which is the source. 

Further Lnformatton gleaned from the 
book warns you not to harm Messk 
(presumably jt the request of the Scottnh 
Tourisl Boards what else ha^ Scotland got 
to offer?). You are also informed that the 
1i^ in the Loch swim away from the 
crystals 

The control paneT i^ very easy to 
Operate and I found th^t keyboard cofitrol 
if prderah'e Co joystick because \t offers 
greater accuracy^ All fourteen controk ire 
operated by in animated hand Avhich adds 
interest to the game (Pm easily amiised). 

Apart from the necessar;^ controls fof 
depih and movement, you also have to 
mamially pump air down occasionally and 



keep cranking the generator to produce 
power from a seaweed and water 
combination. 

As you vfander throuf^ the dark waters 
of the loch yoif can pivot smoothly around 
to look in every direction^ For the 
technically minded^ this is achieved by 
switching back ^d forth from hi-rei to ' 
defined characters and back again. You also 
have a klaxon v^hich can be sounded to 
gain fresh supplies of fuel or spears as the 
need art$es. 

Despite a slight slowness in gameplay^ 
fhi$ It a fairly addictive package and you 
soon learn bow to keep in the thkh of the 
action. The graphics are a lot more 
complex than Ehey at first appear to be and 
the musJc is thankfully relegated to the 
news reports which inform you of your 
progress at the end of the game. 



SCORE LINE 

Impact 
Originality 
Gameplay 
X-Factor 

OVERALL 




85^ 

70% 
75% 



80% = 
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'^rTwithournew look we 
3X have decided on a 



system of software 
evaluation but an 
-/f^i nave UC1-— , a exolanation of the 

"^O ^^"if ' "?,* ElS'thJSLgories will Clarify 
?0^ *y**^-":L„ L«„iSve H the finer pcnts. 



oS3 to be the definitive 
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The Korellne is the reviewer's 

: considered opinion of how 

L entertaining, program is and th1»1» 

N rtflected in the overall P*'^^*"^* 
_ derived from the four categoriei, 

IMPACT relate* to the audlo- 
yliual appeal of arcade style games 
but is also to do with the 
atmosphere and pre«Titat.on of a 
t„t^l/ adventure. It includes all 
of the elements of the game from 
™nd and graphic, to tije <J"*^ty of 
the packaging and the clarity of 

nlnstrualons. . 

Some game* require very little 
explanation but other game, ne^a 
^ weighty tome of instrtictioni. Woe 
ri betide the simple game which 

i\ overdoses on bumph or the "mpiat 

II concept which rfclmp* on teKtual 

■ '^^ detail 
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;Title: 
^Machine; 
N Supplier: 
^ Price: £9 

^ - - - - * -fc -^.-^-v 







The inheritance. 
Spectrum 
Infogrames 
£9,95 

Origwially written in France for the 
AmsCrad, The Infwritance rt sub- 
tilled Panic In Lai Vcgai Vour aunt 
ha^ died and ycu ^tand to Inherit 
a fortune provkJing y^u manage to 
overcome one sirghl probJem. You 
have to emulate a feac that your 
aunt achieved some thirty years 
ago, namely win a million dolLars 
in a single mght in La^ ^^- 

Belore you can $tart placing 
bets all over the place, you must 
first get to Las Vegas and this is no 
easy matter To start with, ^^'f&'y^ 
one in your block of flats seems 
to known about your impending 
good fortune and is determined to 
claim back what you have acquired 
from them in the preceding 
months. Should you get out of the 
flati, you must then successfully 
catch your flighty avoiding such 
minor hazards as the odd hijacker 
or two- Only then can you con- 
centrate On building up your cap^ta^ 
starting with only the $200 that 
your aunt left you. The three 
games to cry your hand at are 
Jackpot, a slot machine variant, 
Boule, which is a form of mini- 
roulette and CrapSn which is a dtce 
game. -" 

The game is controlled using 
the cursor control keys — there 
are no redefine or joystick 
options. Starting olf in your flat, 
you can carry up to eight Items in ' TJf |^# 




Contact Sam Cruise 



your case. These tan be found by 

ig the various drawers and 
ardi- What you take is oi 

great importance, for as soon ^^SuDDll^r' 
you step outside ^our door, the,* "^ * 

other occupants start to <^^^<^^^' Pf^lCC^ j£7 95 

you. demanding that you return >,-^-.-^-.-,*^-^-^-^-i-,-,-,-^-^-^-^ # # # * 



opening the v.no.! drawers ^■"^IComputer: Spectrum 

Microsphere 



what IS cheers. You only have a 
small amount of time to open your 
case and give up the 9{>proprjate 
item, otherwise you are sent back 
to your Hat. One annoying feature 
is that if you turn round to return 
to your nat, the character re- 
appear^ in front of you and asks 
you exactly the same question, 
waiting more Of your valuable 
time- 

The first part of the game is 
Just a tase ol finding the right 
objett for the right person These 
involve certain stereotypes. For 
example, the black guy with the 
big rubbery lips has to be gtven the 
trumpet, and jo on. 

I can't say that Inheritance 
really appeaJed co me at all The 
gameplay is frustrating and tedious 
and simply a matter of going 
through all the various akernatives. 
The cartoon style graphics arc 
reasonable but the gameplay itsell 
Is woefully lacking GRH^ 






4 SCORE UNE 

^ Originality 
? Impact 
^ G^mepJay 
> X-Factor 

S OVERALL 



3s%^ 
48%^ 




It was Just another day at [he Sam CmiK 
detective agency when the phone rang and 
some dame wanted to meet me at the top 
floor of the Rdyale HoleL Now I ain't «cactly 
overburdened wiih dollars so I agreed. Little 
did I know (hat there'd be copf crawling all 
over the place and I aJn'E their favourite 
person. 

So I F'^Ftch to one of my disguises and 
escape only to be caughr by the mob, dropped 
off a building and robbed! Take my advice kid^ 
don't become a private detectivei It'll break 
your heart jnd you have to put up wtlh all 
those private dick jokes! 

I was a5l<ed to check out this new game 
from Microsphere — you know the people who 
did Back to SkooJ — which stars me, a 
cnimmy private detective in a crummy townn 

The streets are full of garbage, the cops 
and the mob, all of wHom are out lo get me. 
All I want to do is find out who croaked the 
man in ti^ hotel and who's this Fat Man 
everyone's en about^ What's going on in 
number 19? 

The only lead is the phone call telling you 
to go to the top floor of the Hotel Royale. 
Th*re you Ftnd a body and receive another 
phone call that leads you to a key^ the Fat 
Man, probably prison and maybe the odd flight 
off a tail building, unleu tf>e snipers trying to 
gun you down ^ ;r^u first. 

&Y moving around the city (it's a good idea 
to keep moving) ^d breaking into the odd 



building youll ^dually get on the trail that 
may finally lead to the soiuljon of the case of 
the Bali Budgie. To succeed you will have to 
learn whi^ of your eight disguises to use it 
the right time to gel you into the mobs 
meetings and keep you out of jail. 

UnforlunateLy, ynu need bucks to keep 
going, which you can earn from clients fees 
during the game or by catching the money 
that stiti blows fn the wind after a bank 
robbery that went badly wrong. Run out of 
money and you run out of game. 

An excellent game featuring superb 
graphics and an incredible atmosphere that 
drives you back again and again until you 
finally soJve the mystery. 
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' Title: 

,'* Computer: 

2* Supplier: 



;. Price: 



Scalextric 
Spectrum '* 

Leisure Genius]. 
£9.95 < 



**«****• 



Everyone mi^st have either owned important Speedometers. You can 

or played with a Scalextric set at reach a top speed of 240 mph on 

sometime in iheir lives. Ccnsc- che stratght but you'll have to slow 

quently, it's hardly surprising ihai down for the corners and the 

the world's best known slot car chicanes or risk spinning off. 
system is now a computer game- You can bump and push che 

The advantage of computerised other car to get into position but 

Scalextric Is that you have an blatant ramming usually means ihac 

almost unlimited supply ol che race quite literally goes up in 

straight, bends and chicanes that flames. 



ycju can set out without taking 

over the whole house. Once 

you've designed your track you can drhving sk 

save it on tape or rate it straight enjoyable 



Add to that lot seven Formula 

One Circuits To practice your 

s and the result ts an 

and versatile racing 



game- 



away- 

The races feature a split screen _ _ _ _ ^ « . 

display showing each driver's car, « SCORELINE 
the track and some background* 
Kenery as the drivers hurtle ■ Impact 
around the track Small circuit dia- « Qriemality 
grams at the bottom of the screen « Gameplay 
keep track of the stats of the race « X-Factor 
and alongside them are the all- ■ 

** OVERALL 
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85%J 

75%' 
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Title: 



Sky Runner 



« Computer: C64 



\ 

\ 

s 
s 

s 



^Supplier: Cascade Games 

> Price: £9.95/£l 2.95 cass/diskS 



Title: X-29 Fighter Mission^ 

Computer: C64 o 

^ Supplier: Midas ^» \ 

> Price: £2.99 H O 



between clouds above and rocks 
below They hurtle through the 
screen and past you. 

Although the annoying a^pect^ 
ol ntght srmukors have been 
omitted from the game — you just 
steer left/^^ght^ up/down and can't 




Fly a computer controlledn 

macHJne gun HHdg jet fighter 

through hostile airspace and 

destroy an invisible enemy base — 
It tookwdl into die tv^nty-fourth The game is In three sections, this Is all you have to do In this cut- 

century before hard drugs wfirfi ^n part one, you fly a sk^mmc^ prite combat flight simulator, 
finally eliminated from the Earth, through the trees trying to take The base is hidden from view 

Colonisation ol other worlds was out jhe defence towers that are by a cloaking device powered by even cornrol the speed — you are 
taking place at this lime and a the lirst line of defence. You only ten beacons that you must blast on left with a game that's too simpk 
period of economic expansion was have one skimmer, but can buy your way to the ba^e. However, 
expected. It didn't happen- Crime extra fuel and mIssJes if necessary, this isn't ea^y ai youVe under 
flounced on a grand scale and Take out enough tov^^rs and you constant attack from missile firing 
traditional methods of putting it are allowed to land three Skyb^kers helicopters and enemy aircraft that 

down failed miserably. Some in the forest. Here, a high speed track your every move. Although sIms are loo complex, 
governments started to introduce battle takes place as you dodge these obligingly fly right in front of too simple^ 
control drugs to the population via through the trees crying to elimin- you they are remarkably difficult 
the water supply. These so ate the enemy at the same time to hit and usually take several hlci 



a 



numbed che mind that akhough as making sure that you don't 

crfmq was effectively reduced, so accidentally ^hoot ocher friendly 

was production a? the workforce bakers. The final part is Involved 

became apathetic. with the accual destruction of the 

The problems really started to Sky harvesters themselves Then 

ari^ when a colony of Vega I — it's on to the next eight levels, the 

Naibmoloc (it works better back- final one taking place in pitch 

wards) was found to have huge darkness. 

resources of the control drug Sky. This is an excellent idea^ well 

The advancage with Sky was thai implemented with some superb 

there was no apathetic side effects 3D graphics but the gameplay itself 

Sky Runners started to harvest and is very limited and once you have 

smuggle the drug in huge quan- got past the initjal thrill, tedium 

titles. The governments who still quickly sets in- GRH 

opposed the use -^f drugs m any 
form set up a group ^f agents — 

Runner Squad was set up and this ^scoRELIN^ » * -^ ^ - - - 

IS where you come in^ ^ 

Recruited to Runner Squadn N Q-^jrtjnaijrv 
you must destroy as much of the V ■ ^^ 
drug plantatkons as possible- Huge \ Gameplay 
bonuses are paid for success but^ y Factor 
as the profits from Sky are also^ 
enormous, you can expect some A 
hefty opposition. ^ 



to destroy^ 

The action lakes 
Skyfox style screen, 
scrolling horizon ts 



place on a 

where the 
sandwiched 



and IS |ust a shadow of games like 
Skyfox, Strike force Harrier and 
Ace ol Aces. 

I usually complain that flight 

this one's 
TH 

4 SCOREUNC 

\ Impact 75% 

^Ongfnality 35% 

.Gameplay 35% 

; X-Factor 55% 
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. Title: 



Palitron 



■ Computer; Amstrad !| 
• Supplier: The Edge !< 



! Price: 



£8.95 



Another 3D isometrfc maze game 

(or the Amurad. 

You pla^ the part ol a robot 
sent down to a deserted colon/ 
pFanet to find out why the popu- 
lation has died oui. You can also 
re-program robots that you find on 
the planet to perform tasks that 
would be too hazardous for you 
to do- Apart from this original and 
well thought out addition to the 
game ct has not Immediate merits 
or differences from any of the 
other dozeni of games of this type 
for the Amstrad- 

The programming system for 
the droids that you find littered 
around the planet is very straight- 
forward and simple. You have to 
stand next to them and Hiter the 
programming mode. This cuts the 
screen in half and puts up a icroil- 
ing list of commands on the lower 
half. You can then select whatever 
command you want with the joy- 
stick and fire button with 
subsidiary Lists appearing for 
commands that need ihem. The 
program can even be edited, added 
to. or deieted like any other 
program. 




The language^ is a plain English 
variant of Turtle/Logo. Commands 
deal wpth movement and simple 
functions like jumping, picking up 
and dropping objects, and certain 
functions hke 'help' co tell you how 
the robot is programmed- 

Onte the program is In the 
robot It can be Icfc indefinitely and 
the robot can be returned to later 
and actrvated- As I mentioned 
earlier, apart from the program- 
mability option ^ there Is nothing 
different about this game at a^l. 
The graphics are adequate ajid very 
colourful, using the 16 colour 
mode to great effect- The jwob- 
lems are as good as could be 
expected and it fits Into the middle 
of the road very nicely The onty 
bad point is the length ol lime ic 
takes to draw each screen out. 
which IS fairly long as it gets 
unpacked from memory- 

Definitely a game for ^e ptayer 



who IS an addiCE for this sort of 
game^ the average player has prob- 
ably already got a game of th]s type 
and after one or two ol these 
games have been added to a col- 
lection there is little need for 
another one^ HDR 
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■ Title; 



Bactron 



^« Computer: Amstrad * 

*i Supplier; Activision/Lorlciels v 
Vi Price; 



£9.99 , 



From the country that brought 
you Grafton and Xunk (France) 
comei yec another 3D isometnc 
maie game for the Amstrad- 

Lorlclels seem to think that 
there is an inexhausEable market 
for mediocre maze games, perhaps 
there \%, there must be m France 
or hall the French software 
industry would have gone bust by 
now because that's all they ever 
seem to produce. This game is one 
oi two thaE Loriciels are releasing 
through Activisjon and is by far the 
lesser of the pair 

The plot of the game Is that 
you play an antibiotic creature In 
your own body. However, you are 
dying and must move the creature 
around activating varrous enzymes 
Ffi order to cure yourself. Of 
course che disease f^ghts back and 
your creature or the patient can 
dte- 

The format of the game Is 
Fdentical to all other 3D Isometric 
games ever written for the 
Amstrad after Grafton and Xunk»' 
(by Ere Informatique) came out.* 
The uiual diamond floor covered ■ 
with multi-coloured objects filFs* 
die serpen with status informatjon • 



filling in the gaps around the edges 
of the djamwid. 

The graphics are adequate and 
the probJems (such as they are) are 
to the standard which is to be 
expected- The animate^J character 
of the creature [or Bactron as It 
IS called) is very well done though, 
and wanders around the screen in 
a most re^istic manner, though it 
IS a bit disconcerting th^t you have 
to actually turn it around rather 
than just pullmg the joystick back- 
Thls will just make him walk 
backwards. 

I managed to stay av/ake to play 
the game though various stages 
until I was fmally overcome by 
abject boredom- I can only 
recommend Bactron to the 
dedlcatedfanof this form of game. 
Any my conclusions for Bactron 
are the same as for Palitron except 
that this game doesn't even have 
the spark ol originality that makes 
Palitron slightly different. MDR 
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iTitle; 




■Title: The Big KO * 

•Computer: Model B/B-i- /Electron • 
'Supplier: Tynesoft • 

tPrice: £7.95/£l2.94 (tape/drsk)! 



^Title: Erebus 



S 



N Computer: Commodore 64 «^ 
sSupplier: Virgin S 

^Price: £8.95 V 



Yel another Urpdium cltsne ind 
not a parlJcuUrly good ooe 
either. Erebus is t plaiwl 
dev«kip^ to take care of the 
Earth's waste and turn If into useful 
gases ^nd cihemicals. The» 
proccues arc automaled and 
require only occasional 
maintenance But trfluble stafts 
when missions from (lie inhabitants 
of Hadebus visit Erebus. The 
Habeans are bitter enemies of 
Earth. 

Irivtstigadons reveal th»t the 
Habcans *rv altering the processing 
operations to produce a deadljr 
nerve gas and tt doesn't take a 
genius 10 work out who h the 
intended vkdm"- It h up to you — 
having been sent to Erebus — to 
«iiminate the invaders. ^ 

The planet is oddly constructed^^ 
ConsJsdnf; of several circular levels, 
evh bevel is split into eight iones ^ 
surrounding a central duct Each of ' 
the lone^ must be vitJCed in turn, I 
blasting as many Habeans as you % 
can en roule, before the central ^ 
duct opens allowing you to drop 



down a levet. Each sector is 
scattered with solid structures that 
cause you to crash on coFliuon. 
After you manoeuvre yourself into 
the duct, you get the chance to 
talce part in a thirty second bonus 
screen in whicK you must destroy 
as many of the baddies as possible 
wrUiin (he time limitn Then h'% on 
to the next level. 

If the plot sound too familiar, 
lt*s because it is. Although there is 
nothing wrong with that, you need 
some pretty spectacular gameplay 
and graphks to make It stand out 
frvm the Crowd' Erebus doesn^t 
have either and the result is a 
(otaiky uninspiring game. 

GH 



High marl^s for originality tP 
Tynesoft — after a flood of 
kung fu games thts is the first 
game featuring an even more 
qbvious Tighing art, boxtng This 
ma/ be Che start of a rush — 
there's at leas( one other boxing 
game, from Superior, currenily 
under development — but Tyne- 
soft score by being ^rst and setting 
a high stan^rd. 

Programmer Stephen Rudd/ 
l^as come up with an ejccelleni 

fame- Not only Is It a fun, eicciting 
Qxing simulation, featuring your- 
self versus the computer or a 
friend, but it is also an e^^ellenl 
game editor whtch allows you to 
change the fighters or add new 
ones. A svelcome touch that ic 
would be nice to see on a lot more 
games- 

The game involvei beating a 
succession of eight challengers, 
each with different strengths and 
weaknesses which you discover 
from the introductory sqreens- 
Some, for instancOn are strong on 
ieft arm punches to che headn 
others vulnernbte in the body and 
so on. 

The bell rings and you're on, 
you punch like mad to KO your 
opponent before running out of 
energy! Simple. Playing the game 
lakes a bit of practise and I found 
the keyboard game quite dffficuli 



so try it with joysticks. If the 
computer Is your opponent you 
are not forgiven an/ mistakes^ so 
practise is important- 

The graphics are excellent — 
large, smoothly moving figures thac 
respond well, and there is humour 
apparent bcjth in the style of the 
graphics and the names chosen. If 
you win, you're provided wtth a 
password that allows access to 
higher levels next time you play. 

This Is perhaps not an instant 
dassic and I found che Introductory 
screens a little tiresome if I wanted 
to play the same opponent again. 
Hosvevefn this is a minor complaint 
and the game is boch fnendly and 
playable 

An excetknt start to the year 
for Tynesoft with yet another hic 
in a seemingly endless series of 
great sports simulations It's hard 
to think wiiat extra a boxing game 
CQuld include that isn't Lnciuded in 
^s one Lots of encertamment 
and the addition of an editor make 
this a priority purchase for 
BBQ Electron qwners. 

DR 
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The BIG Deal 



>wo designers have come up 
with an idea to fully automate 

.Computer: Commodore 64[„l^rd''-J;-'--:Z''%l 
['^^Supplier: Radarsoft 



Ti 



■:! Price; 



£9.95 cass, 
£14.95 disk 



!**■ ^T*>- 



"rl.*-- 



.r^i-^'hii^^ 



.■A 



trying 

1 president of BIG (best in gastro- 

^ nomy) restaurants — the largest 

^ chain in the world. The idea is to 

develop a complete robot kitchen 

but, a$ the prototype is too 



expensive a compromise Is agreed 
— a small robot will be built first 
to see how a robot copes with the 
hungry puWjc^ 

Enter Floyd II. a robot capable 
of performing such feats as fast 
frying, preparing vegetables and 
filling glasses. He has one week to 
get on top of the job and convince 
everybody that he (s worthy of 
further development. 

T^am^ng Is an important part cf 
the job and Floyd must learn vari- 
ous recjpes and where the Ingredi- 
ents are stored. Apart from the 
food Itself, there are spices, sauces 
and a drinks fountain to be negoti- 
ated, a^ well as hot plates for 
cooking. 

Controlling Floyd is a matter of 
positioning him In the right place 
and the operating one of his two 
arms. The appropriate action^ such 
as collecting a BIG box for serving 
the meal, Or putting a hamburger 
on the hotplate is then carrfed out 
automatically^ The various food- 
stuffs are selected from a menu 
and can be Stored — up to four 
ingredients — in Floyd's internal 
fridge. Items have to be cooked 
for a certain length of time other- 
wise they spoil and have to be 
thrown away. 



82% 

. ■■■JL-f-t-l-AAJJ-* 

Also, If a customer feels he's 
been waiting too long, he may get 
abusfve and start throwing the 
furniture around. In such an emer- 
gencyn it Is possible for Floyd to 
serve a previously prepared TV 
dFrtrkfin but he only has chree of 
these. 

To save time you can program 
Floyd to perform a certain number 
of tasks fn sequencer The problem 
here is that he remembers every- 
thing you have taught him tncfudtng 
the mistakes, so you need to be 
pretty certain that you can teach 
him without making mistakes 

The BIG Deal is a strange sort 
of game. Highly origmaL it Is not 
something that you can play v«ll 
straight away Everything takes a 
lot of practise and the first few 
times you play everything around 
you will be chaotic. It reminds me 
of Hacker II — first there Is 
bewilderment, then interest, as 
you discover what you can and 
can't do. but neither game ha5 
lasting appeal. 
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90% ■ 



® 



^Impact 

iGamepla/ 55%? 

:X-Factor 10% t' 

^OVERALL 63% i- 
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(Title: Yie Ar Kung Fu 11^ 

|| Computer: BBC ^ 

j<Supplier: Image q 

)<Price: £8,95 c 



The curse of sequels is upon 
the computer vmrld — every 
hall-successful garne now 
seems to warrant a follow-up. 
Now sometimes this is a good idea 

— [hink of Rcpcoh — sometimes 
not. This pirticubr gamen I think, 
^ half a good idea. 

As a game pure and simple \i 
iseKcelleniand Peter Johnson has 
done an impeccable |ob of con- 
verting chis Konami coin-op hjt 
Buc as part of a wries Jt is dis- 
appomting ^t is just too similar to 
the very pop^jlar Yie Ar Kung Fu 

II you haverh't seen the original 

— preferring, perhaps, the rival 
chams of Karate Combat or Way 
of the E:^plodlng Fist — then \ 
oughl CO tell you that you have to 
defeat a »quence of eight attac- 
kersp all wich different styles^' 
strengths and weaknesses Some, i 
for instance, throw stars, others- 
just leap through the air at you! .' 

The sequel follows the same i 
sequence but with added details. 
For exanipLen there hS a wave of ( 
midget attackers, who can be # 



defeated to earn bonuseSn there 
arecupsof Oo-LongTeaon some 
screens lor extra energy and there 
are even spare portions of Chow 
Hein Noodle Powder. These all 
add Interest. 

The big drawback is [he lack of 
a joystick option — the keyboard 
choice ts awkward to say the least. 
That, ar>d the lack of major dHTer- 
ences betwetn the origjnal and ihe 
sequel, will limn the appeal a( the 
game to kung fu maniats or BBC 
gamers who don't have the 
Original 

A sad fate for such a weiJ- 
pn^^Tmmed piece of software but 
sometimes originality needs to be 
pnzed as wei+. , . 

DR 



^- Title; Panic Penguin I 

^■Computer: Commodore Ci6 * 
'! Supplier: Midas * 

^ Price: £7.95 • 



Based on the old arcade favourite 
Pengo ihts game features Percy 
Pcngum on the run from a bunch 
of unpleasant penguin hungry snow 
monsters. The monsters have 
chased Percy back to his garden. 
You must prevent Percy from being 
eaten and. at the same time, pro- 
tect three priceless diamonds, also 
In the garden. 

The Screen is fiHed with large 
melting ice blocks to be used to 
crush the furry fiends. The top of 
the screen displays the number of 
inonsters on your trail and when- 
ever one IS crushed the number is 
reduced. Howeven the monsters 
do not disappear altogether but 
quickly re-matenalise, so don't be 
footed into thinking you've mas- 
tered the game by itmply crushing 
the www monsCef3. It Is only wtien 



the display reads zero that you can 
progress to the nexc stage. 

Bonuses are awarded if you 
manage to defeat the monsters 
within 60 seconds but you can also 
progress to the ne)tl stage by 
surviving attack for two minutes. 
II you manage to arrange the dia- 
monds hn a straight row then you 
get a bigger bonus but this is not 
as easy as ft seems 

Panic Penguin is rather slow and 
the graphics tend to flicker but it 
Is by no means a bad game and well 
vrtSrth a go. 

SK 
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s Title: Chart Challenge 

^Computer: BBC/Electron 
^Supplier: Outlook Enerprises> 
^ Pricey £17.95 S 




r^ 



SCORELINE 

Impacl. 75% 

Ongnalily 70% 

Garneplay ■ 75% 

X-Factor 80% 

OVERALL 75% 
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There have been BBC quiz 
programs before of cour» — 
notably Do mark's Tnvlat 
Pursuit. ThlSn however, js rather 
different. On a series of five tapes^ 
^or three disks, 60.000 questions 

C covering the last 30 years of pop 
music have been compfled For 
f trivia addicts that Is a database of 
^some 720K! 

t The questions are arranged 
r into frve simple games: a trivia qun; 
^ a musical hangman game; a general 
^quia — with extra dues to help 
you if you're stuck ^ and a qul£ 
on connections between songs or 
singers. All draw on the same bank 
ol Irighteningly trivial questions 
Fortunately, you can specify par- 
ticular periods so youVe not stuck 
trying to remember what was top 
ol the pops in 1956! There are no 
graphics and no sound. 

You need wkle ranging Interests 
to do very well However, untess 
you're playing with Tim Rice, your 
opponents will be fn the same 
position. 

The big disadvantage of such a 
massive database is the time it 
takes to load in tKe start position 



— about two minutes on disk for 
the BBC and I dread to think how 
long tape users will have to 
v^it 

The wait is worth it, though. 
The quizes are exteptianalLy good 
and the lack of sounds even m a 
musical quiz, is not a nuisance- I 
was hooked andn there being so 
many questions, have not yet 
come across any repeats. Even if 
they do repeat, some are so 
obscure I doubt I Cdukf remember 
the answers anyway 

I don't think there will be many 
^ube buys at this price however. 
A real intellectual challerhge and an 
excerient piece of software — 
pertiaps Outlook wJlL release extra 
question disks later lor addicts like 
me? 

DR 
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> Title: 

■ 

'•Computer: 
\ Supplier: 
,•# Price: 



Bounder/Ptanet Search 
Commodore CI 6 
Gremlin Graphics 
£6.95 






• ».*. 




Two very good games on offer for 
the price of ont: Gremltn's 
Bounder and Planet Search. 

Bounder i^ a great Nttle game 
where you control a huge tennis 
bait (bourxier) bounding around a 
screen of hexagonal slabs until you 
reach goal Bl^ciking your route to 
goal are vast mountain ranges that 
must be avoided at all costs. The 
hexagonal slabs all serve different 
purposes. The mystery slabs^ iden- 
tJfied by a question mark, can be 
very useful when collecting 
bonuseSn but don't be misled — 
several of them are bombs' 

Other problems are exocet 
missiles and kamikaze stickits that 
hurL themselves at you and require 
quick reactions and careful route 
planning to be avoided. When the 
goaj is reached a bonus screen " 
appears and you have to bounce on * 
all the question marlu to earn a big * 
score bonus. ^ 

Bounder is a super game and* 
one that will keep CI& game' 



players occupied for quite some 
time. 

The second game. Planet 
Search, places you eight planets 
away from home. The ^nhabltanrs 
of the eight planets \n your way ar^ 
intent on not letting you return 
home so you have to battle your 
way through. Shoot down the 
aliens, collect their eggs and, after 
wiping out a certain number 
prepare to enter the space warp 
tunnel This gives access to the 
next planet but you must avoid 
contact with the walls if you are 
to enter this next stage 

Both games offer eKcellent 
value for money and the package 
ts well worth the price - 

SK 
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;Title: Wibstars i 

^Computer: Spectrum and ^ 

'^ Commodore 64^ 

,^)Supplier: A'nT 



■^ Price: 



£7,95 S 
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; Title: 

^Computer: 

/Supplier: 



Elevator Action ' 

/ 



Amstrad 

Quiclcsilva 

£8-95 



Even Quick^lva is getting In on the 
coln-op licensing scene with a 
natty little number from Taito — 
remember che company that 
pro<1uced that little known game 
Space Invaders. This game 
compares v^ll to Space Invaders 
on quality, but is not as significant. 

The plot concerns a secret 
»ent who has to steal a number 
Of secret plans from an office 
block The plans are hidden behh>d 
red doors and our hero has to 
travel around the office block 
picking up afl the plans and then to 
get away us^ng a car waiting at 
ground level — the agent land$ on 
the roof and makes h»s way down 
the bmlding by lifts 

OccasFonally you have to u$e 
stairs too. to get around Mock- 
ages. This sounds easy and it h But 
there arc enemy agents wandering 
around the building chat shoot at 
you and you have to Jump or duck 
their bullets and either shoot or 
karate kick them back. A high- 
scoring alternative way of killing 
them is to shoot out a light bulb 
above their heads so that it falb on 
them. Though Tve never known 



anyone to die from a light bulb 
falling on their headsf 

Shooting out lightbulbs seems 
to make every other llghl it% the 
building go out so th« |Haftb get 
a bit confused and you get more 
polntiif youkiUthemin the dark 

The game's graphics are 
mediocren like the ganw- Levels 
in^irease in difficulty, but not m 
complexity, and the sound is 
almost non-cxistent_ The game ISn 
in fact, exceedingly boring 

Surely Quicksilva could have 
picked a better game for their first 
coin-op conversion. Perhaps they 
got the license dieap- - 

MR 



Deciding to set up In business on 
your own, you borrow a couple of 
hundred quid from your dad and 
spend the tot on a delivery van and 
some computer games. The idea 
IS to set up a distribution network 
— collecltng the games from the 
wholesaler's warehouse and then 
selling them to the local shops for 
what you hope will be a handsome 
profit. Naturally, things do not 
tum out to be quite as easy as you 
thought they d be and you have to 
work hard to stay in business 

The game starts at the 
warehouse and you must decide 
which components you are going 
to slock your van wUh — casset^ 
leSn disks or computers. You start 
off with £200 to spend- Hopping 
into your van, you collect the 
joods as the delivery boys throw 
them down four different chutes. 
You can only assume that they have 
aN eaten three shredded wheat for 
breakfast judging from the speed 
at wWch they appear. You drive off 
with heaps of now broken cassette 
cases. 

Worse followsr Ona ol your 
competitors is in front and his van 
doors are Open and spilling out a 
strcarn of cogs and tacks whkh will 
do all sons of damage to your van 



If you run over them. The pound 
signs start to mount in the minus 
column- On the plus side though. 
he ^5 also spilling various disks etc 
whtch you can collect ^f you drive 
over them. 

Once at the shop, you have to 
actually deliver the goods by over- 
coming a system of lifts and 
conveyor belts and povrtr driven 
boxing gloves and bombs in a 
derivative of a platform game. 

At first, the whole thing seems 
Impossible until you realise how to 
get your goods through the door 
In the top of the screen. The mam 
problem is to avoid getting your 
goods crushed by the falling hft. 

If you are In credit when alt 
your bills have been paldn you stay 
in business. Fail and it's the bank- 
ruptcy court and the game is over 

Wibstars is actually a collection 
of three mini games. None of 
them are very good and the sum 
total is little better. Poor graphics, 
poor game pi ay and no lasting 
apocal mean this is one to avoid 

GH 
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Sunstar 
C64 
CRL 
£9.95 



;Title: 

3 Computer: 

^Supplier; 

i Price: 

Charging around an energy grid at 
top speed is the way ol lile tor 3 
Sunstif pilot . Trained by the 
Xxarion Star Co^porat^onH your 
miSHon IS to re^ the energy from 
the solar grids while avoiding the 
diyuptive energy pulses 

Your task is made more difficult 
35 you must fight for the energy 
by chasK^g white pulses around the 
maze from energy sapping obstr^JC- 
tion pulses and the blue gr^d wall- 
Hit a white pulse on target and ic 
teleportip leaving a high speed 
greefi energy pulse Catch this 
belore ii runs out of energy and 
you're in business with only nine 
mf>re Eo collect to complete the 
grid. 

Controlling a Sunstar at break- 
neck speed isn't the easiest task in 
the world and will be some tJme 
before you can even steer It 
around the grid, never mind chase 
and trap crystais^ 

The action is accompanied by 
adrenalin Inducing sound effects 
ihat distract you from the short 
and long range maps and keep your 
eyes glued to the top half of che 
screen and the 3D front view. 

Turn Ehe volume up loud and 
get those Crystals! AH 

SCORELINE 
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This game came out on the Com- 
modore 64 some years ago and Ft 
is ditlicuk to understand the d^ay 
In convening it onto the Amstrad- 

The idea behind the game 
concerns a little man Hving inside 
your computer — If there are only 
httle men^ how come they don't 
die out? The game provides a 
'house on a disk' that the LCP 
(little computer per»n) ca/i live in 
When you first rnserr the disk It 
takes a note oi your name aJid 
creates your LCP who will then 
take residence in your house! 

The tharactensticiof the LCP 
are decided by the computer and 
written onto drek. This means you 




have an individual LCP that nobody 
else hai — there are enough 
variable parameters to ensure that 
everybody has a slightly differetit 
character 

What happens then is largely if) 
to you- There are various things 
that you can do to the character 
and vanous things that he can do 
to you- Direct controls Involve 



»;TiUe; Little Computer People ; 

I*Computer: Amstrad CPC * 

'■Supplier: Activision .' 



I t 



,; Price: 



£14.95 (disk) 
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leaving him food, dog food (yes, he 
has a dogjn water and LPs for his 
record player You can also pat him 
anrf get him to use the telephone! 

As well as this you can type in 
adventure-type commands to gel 
him to ijse hh various facilities. 
These include, a TV, a plants a 
record player, a computer and a 
box of games, and he alio writes 
you a letter 

When he writes a letter he 
gets out a piece of paper, inserts 
jt in 3 typewriter and types away 
{one small point Activision^ the 
tarnage on the typewriter goei 
the wrong way') Att this appears 
on the top of the screen^ 

The music is stored on disk and 
can be played either through a 



record player or via the little 
person himself bashing away on the 
keyboard. 

If you or the LCP gets bor^d 
with all this he can turn to card 
games, either 'card war' (a very 
simple game)^ poker (t'm sure he 
cheats), or anagmm?- 

You get the idea? A little 
character that lives a life of hb ciwfl 
that you can influence The tdea is 
to keep him happy and alive, other 
than that there Is liltk to rt- 

This is not a game^ more of a 
pastime. After the first few trmes 
It gets rather borifig. The novelty 
soon wears off and it ends up In 
that section of your games cohec- 
tion used to amuse non-computer 
people or relatives who say, 'yes, 
but what can k tioT' l\S hs a lot 
to pay for a program like this, t'd 
probably evefi complain at £1. 
Also, becaiise of che concept, the 
game can onty be run on a dhsk 
machine too. 
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Spectrum In Oaober, Amstrad in November. Commodore 64 fn December. 



Alte9.95 
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Sales dept.. 

Castle Lodge, CastTe Green, 

Taunton, Somerset TAl 4Afl 



software getting harder 



4 Smash hit games in one pack - Only £9.95 
available on Spectrum, Commodore 64 & Amstrad 
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DURELL sales dept., 

Cistre Lodge CastJe Green, Taunton, Somerset, TAT 4A& Engr;4nd 

Telephone [0823} 54489 S, 54029 
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sho-Af which pins ^ema^^| siarirfing 
and the rake iwetps down and 
back to remcFVc any fallen skittles 
If d strike has been scored, all 
che pins are reset ior the next 
player I' not. ihe remaining pins 
are lowered by the stccor ready lor 
the second bsll At this pom: in chc 
reaf g^me your bowL is sent 
whizjing back along a special shute 
but this (Fttle refinement rs missjng 
'rom the game, k may be a mtnor 
pomi hui considering the decaiJ 
rpKluded In the rtst o( the game it 
would add to the realism More 
irnportantly. [he game would be 
improved If a third press of the fire 
huttor^ was required to release the 
ball and sonie method oi |oysiic*t 
■waggling vrti r^qg^red to ihme your 



approach to the loul line In an 
actuil game oi ten^pin these are 
crucial 'actors and |usl as 
important as ipeed and hook 

After each fraine the current 
player's score sheei li dropped in 
at the top ol the screen and up- 
dated When all the players have 
bowled, the full sheet is displayed 
tn place of the screen dfspla^ 

Visually and aurally the game is 
superb but the lack of gameplay 
coukj make Ft a ktle bk tedious 
after a while unless you "re really 
into ten-pin bowling. PersonaNy, 1 
welcome a new computer sport 
but I feel that it li more apt For 
the cheaper Americana fabel than 
as a full prhce game 



Title; 

Computer: 
Supplier: 
Price: 



1 0th Frame 

Commodore 64 

US Gold 

£9.99 (cass) £14.99 (disk) 
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[hen ten-pin boiling mad- 
ness gripped BrJtatn in the 
early Stxc^e^^ ti resulted m 
companies like Brunswick 
opening pm pH^^laces all over 
the country Hcru devotees codd 
swap their normal 'ootwear for 
solt-mled bowling shoes and enter 
the hollowed halls ai the Bowling 
AJley Today, many of the Bowl; 
have been converted Jnto Bingo 
Halls, supermarkets or Snooker 
Qubi but if Britain follows the 
American revivalist movernent. this 
trend could be reversed. 

Ridmg along on che crest of the 
craie corner US Golds latest 
import by Access Software, tOch 
Frame. Tins profeisional bowling 
simulator has many of che skill 
features of [he real g.tme and the 
sound and animation are incredibly 
realistic. p' 

When I WIS younger f used to 
hang about the tacil Bowl as an un- 
official Freelance scorer Unsus- 
pecting newtomers to the alleys 
would hii^ my services for a ^nnk 
or, on 1 good day a <ree game- Thu 
w[35 a profitable phase o' may mis- 
spent youth because, slihough the 
game was reiacively easy to play. 



triangle of skittles Akhougli 
several hnes are shown, only one 
IS used and \ leel that the wasted 
^pace could have been beiter used 
for dfsplaying the scorcsheec 

Each match consists of ten 
frames ^hence the name J and each 
frame allows the player two ball* 
CO demolish the cr wangle. Success- 
lully scattering atl the pins with the 
First ball IS called a SLnke and using 
L^o baJIs CO the same effect is 
called a spare These both affect 
Che score atcordmg to complex 
rules governed by the newt ball or 
frame but with auconiatic scoring 
these decaJs needn't bother us 
here,' \ 

As your bowler appears, yciu 
fjrst of all sc?c the speed and then 
the amount of hook on cho ball 
This IS done by using [h^jr n.cn-ieter 
gauges displayed at the side of ^he 
screen, Ai the speed bar increases 
into the ^eed zone you press the 
frre buicon Ne>c[. the hook bar 
starts [O Intreue and is similarly 
set to create the effect you need 
for a maJtlmum score. Each factor 
relates co the other: the greater 
the speed, the less hook will be 
achieved- The perfect shot is a 



US Gold are bowfed over with the 
sporting craze of the Sixties, but 
will it be the computer craze of the 
Eighties? 
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che scoring system was wicked medium speed ball which hooks 

lOth Frame overcomes this prob- moderately between ihe I and 3 

lem bj- automatjcall)^ kc^irig score pins to 5core a strjke. 
for up to eight individual players or As the player takeibrs perfectly 

two teams of four animated spproach. the ball 

The screen drsplay shows a row rjmblei down the Icino and 

of alleys viewed from the spec- scatters the p^os with a realistic 

tators' gallery behhnd the player, chtter Down comes che atito- 

looking towards the auiomjcic pm malic pm secter which (ight^ up an 

setters and their corresponding indicator board above the line to 
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Splkt screen ^ames are not new. 
Moiortwke racing games are not 
new either But, a full colour 
vertfc^^ly split screen niotorbtke 
racing game Is something to lodk 
out for 

To my knowledge^ ^hls is the 
only motorbike rating game ever 
to have a spill screen, and K 
probably tbe only rsting game to 
have a verf icalt/ split scE-eerr The 
idea behind splitting the screen Is 
chat two players can play the game 
4t Ehe same time on the same 
screen. Each pla/er watthin^ his 
own particular section of the 
screen. Up to now^ spHttJng t+ie 
screen ha5 been done honiontally 
with a very wkle and short window 
for each ptayer to look ihrough- 
T^ifcs can wc>rk quite well as ma± 
tend to be w^de and flat and racing 
CITS tend to be short and squat. 
However, motorbikes are rctatively 
tall. 
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Other considerations al» 
come into play, a taUer screen 
^owi the prograrrhfncr to put 
status areai ^t tht top or bottom 
of the screen wschout making die 
aspecL lob excrcme- Ir this casfin 
the bottom of each player's 
window 15 reserved for the instru- 
ments and the top ot the screen 
has the general status information 
This leaves the playing area csf che 
screen rather imaH but almost 
square, v^hich v«3rks out ql^ 



well 



The game features tv4tve 
selectable tracks — the inator 
Grand Prix circuits from 1 2 coun- 
tries and four or five con^puter 
conlroHed opponent bikes. The 
graphics are fn Che Amstrad's 1i 
colour fow-resolution mode which 
worfci very well. The graphics and 
movement on the screen arc very 
good, with colour used to good 
effect. The crack moves very v«ll 
and is of the dead flac Pole Posi- 
tion' type of surUce, complete 
with the red and w haej O"Jpes 
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Title: SOOcc Grand Prix 

Computer: Amstrad 
Supplier: Mkroids/Activision 

£9.95 



running dowr^ the Sfde of 1 

Control JS handled prop^y ^wf 
when you make a mar«MUvre your 
bike will stick to \i, so when you 
hit a comer at a parttcular angle 
your biker will stick to rt rather 
than having lo leart on your joy- 
stick ^\ the time You also have a 
n^anual gearbox with four gears. 

Playing the game is very easy 
andenjoysiblfi- Your view Is hover- 
ing ^X9ve and behind the bike a la 
Pole Position- Realism Is sacrificed 
In the gamen but this makes cKe 
game better and eaaer to pLay [han 
otherwise. Games Hke TT Racer 
are so difficult and complex to play 
that it reduces the amount of 
enjoyment that you get from 
them. 

SOOcc Grand Prix is defrnitely 
a second generation racing game 
with all the trappings of the ori- 
ginal bunch and with a lot more 
besides. Now that Che racing 
'boom' is over, it is good to see 
an original and enjoyable racing 
game out or^ce more and with a 
few twists on an old Idea as well! 






ello ag^in ^fkI ^kome to PBM Update Thi$ month I am 
fia^jfig a good look at Spiral Arm, a $ci-fi game from SpellbirwJer Games, 
giving /on a lew hints and tip$ and rhere is news oi some new gan>es 
and tfie bird ol two player organcsacions. 

The la« lew ^tonths have seen PBM columns appearing in a number 
ol magaime? arid here ac Gamer. We are qmce proud that we were the 
first (0 i« the potential ol the hobby There are likely to be son%e 
ma|or develqsments in PBM in the next year and ycu can be sure [hat, 
as always, you will h^r abojt them ftrst in PBM Update. 

In a luture Update, I will be devoting these pages entirely to reader's 
letters, lips, problems, etc.. so keep em coming. Anyone who has 
something published wiil receive a Iree start-up in a PBM game- 

SPIRAL ARM 

Most PBM games currently running in the United Kingdom are either 
home grown efforts or imports from ^ United States. Spiral Arm is an 
excepik>n as k w^s originally launched b^ the Brik^ane based Australian 
Wizard company. It is now being moderated m BrFtain by Spellbinder 
Games, the Oxfordshire based company famous lor their award winning 
fantasy game, Tnbes of Crane. 

First impressions zrt always important and in this respett Spiral Arm 
is a disappointment. The rule book is adequately produced without bemg 
outstanding but the content is not laid out v«ry well and it takes a lot 
of readrng and re-reading to fully understand it When you have sorted 
out the intncacies of the rule book the game gives you the impression 
that It js fairly standard science fiction/space conquest, fare and this is 
reinforced in the first couple of rounds. However, tn discD&sion with 
several players v^o have played for some dme it seems that this 
impression hS not totalis accurate and that-as the game progresses, 
tacucal skill comes to the fore and the pace quickens. So it seems diat 
perseverence is the name of the game 

You start off as the ruler of a ^ngle planet afKl [he aim is to achieve 
a position where you and your allies control more industries than all the 
other players put together. To achieve this you wiH have to annexe 
planets, colonise them arJ using the wealth and raw materials that they 
cart supply, develop the industries that vaII enable you to make the 
spaceships and weapons necessary for further expaj}s>on. Of course the 
p^aoeis will nor be taken easily so tactics and firepower are very 
imporlani 

As you drive deeper into the game you vrtll approach the empires of 
other players and your options will be to fight or enter an alliance. Ji is 
probably good policy to ally with your closest neighbours because 
commor^ borders are easier to delend but you can never entirely trust 
anyone when alliances are matters ol conveniance and easily broken. A 
nice touch in this game is that each round you must show who you are 
allied with on the following round. On your results sheet you will be 
told who you are in ailiance with. Consequendy, if the name of one of 
your allies does not appear on your result sheein there Is a fair chance 
that he is about to attack you. You cannot attack a player when both 
of you have shown that you are m an alliance for a particular round. 

The turnsheel and resuft sheet are coded so a good knowledge of 
the rule book is essential There is a lot of statistical information 
provided but the exact amount obviously depends on how large your 
empire becomes. The game is entirely computer moderated and ihe 
turn-round is a very punctual 14 days. 

As usual I have telt the costs until last. At f LSO it is pretty good 
value and compares favourably with simHar games. However, it is very 
good value to PBM Update readers because Spellbinder will send you a 
siar[-up package, mcltrdmg rule book, map and the first diree rounds^ 



absolutely free, at the mere mendon of Gamer's name This is an offer 
no[ to be missed for, by the time you have played three rounds, you 

will know \t this is the game for you- For this reason, fl for nothing 
else, I would recommend it to you. 




PLAYER ORGANISATIONS 

fn the June '86 edition of Gan>er I suggested that sonw enterprising 

player should consider starcing a players' organisation I chought rhac the 
idea had died a death, so it ts with sorr>e pleasure that I note that thb 
month signals the arrival of (wo siKh organisations, boih started by 
players who are regular readers of PBM Update. 

The Play by Mail Players AssociaUon (PBMPA) is die braiffchihj of 
V^ne Murphy and has the backing of Sloth Enterprises li costs £5 to 
join and benefits will include a badge, mefribership card and a quarterly 
newsletter, wh^ch wril include problem pages, special offers, etc. 

The Postal Gamers Association (PGA) offers similar benefits excepi 
that you do noi get a badge However, at (.4 it comes a Ntife bit 
cheaper The association is fronted by John Woodail, the supremo of 
Phoenix Games. 

So which, if eiiher, should you Join? J am gofng to resist ibe 
temptation to recommend one over che other and sit on the fence lor 
the time being. I know both of the organisers very w^l and f am 
certain ihai both intend to put in a lot of effort to try lo do the best 
that they can for their members, so I will reserve judgement until f see 
how they develop. 

My guess is that the PGA will be supported by a number of the 
smaiter companies and will use its funds to further the hobby wlijle the 
PBMPA will be hoping to gei the larger companies to help towards its 
finance and will be seeking to make some money for the organisers. 




Mike McGarry steels himself for the 
dual onslaught of the Gamer postal 
game and the PBM convention. 
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Thii i^ not a criiicism of eiiher beciuw PBM li a profeKionally 

orgaified hobby and ihe profrt poienUal may rewilt in a fair deal for the 
ptayen. The thing that disturbs me ilrghtl^ about both associaiions i& 
ihii cheir links y/ith particular companies could result m soms bias. L 
hop? not bur I'll keep yov inlormed about their progress, 

HINTS AND TIPS 

WORLD OF VENGEANCE - Don^t make the mistake oi thinking 

that because yoj're not s warmonger That yon caji avoid ftghtmg. Make 
sure that you design weapons early on Spears and Longbows ire easiest 
in the early stages. 



For a 5iarc, atihough the game is set in a fantasy worid ym get 
there Irom earth and are allowed to take a few items with you. On 
reflettion, my decision to take a pogo stkk and a signed photograph of 
Terry Wogan may have been a mistake but I am not sure what vfliuJd 
have happened hid t chosen a nuclear submarine. 

Another first is that Further Into Fantasy can also be played as a 
role playing game, where a group of players can get together and go 
through a scenario, or ai a solo fantasy adventure ft i? too early to 
judge rhe game yet but I have seldom seen a more promising game and 
a fiver seems a reasonable investment Further rounds are a reasonable 
£1.20. 

Other new games I have heard of recently are Trolls Bo[tom, the 
first computer moderated single character fantasy game from Project 
Basihsk which includes the largest map in PBM dom contained in its 
£3 00 start-up package; RYN, a dungeons and dragons type game whefe 
the initial cost is £6.00 and Megalomania which looks like a complicated 
game of risk and is computer moderated by Phoenix Games, who will 
be happy to send full details on request. 




KINGS OF STEEL 

Sloth Enterpriser were inundated with players who wanted to ioin the 
special Gamer edition of Kings Of Steel. Frankly I was sui^rised that 
anyone would pay good money to have me as their games master, but 
anyway t hope I have as much fun running the game as the pla;^ers will. 
So here are the fortunate fourteen whose exploits over the nent year 
will be recorded m PBM Update together with the nations they will be 
controlling' 



N PBreakweM 
Orjan Nordhus 
G Francis 
F Valentine 
David Wong 
Richard Whal« 
John Cochrane 
Karel Reken 
Paul Hartman 
A P Monk 
James Richards 
Ewe johanwn 
Lars Anders&on Jnr 
Robert Graham 



Preston 

Norway 

Swansea 

Croydon 

Glasgow 

Livingstone 

Edinburgh 

Holland 

Holland' 

Ea&t Ham 

Woking 

Norwa/ 

Sweden 

Stirling 



The Druids 

The Darcklaw Ores 

The Warlock 

TheElvei 

The Atlu 

The Ct>ven 

The Dwarves 

The Klasshii 

The Hillman 

The Plainsman 

The Sect 

The Loyalists 

The Woodland Alliance 

The Kir 



Everyone else who wrote in has been allocated to the other Kings 
Of Steel games and will have the benefit of totally professionally games 
masters. 
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IT'S A CRIME *- Walkie talkies can be an asset but remember that 

the police can also listen into them, so it may be l>est to keep chem 

[umed off until you really need them 

ALL HAND MODERATED GAMES - Buyfng the games masrer a 

pint fan often help your character's survival. 

EARTHWDOD — Always uke advantage oi faults in the game One 

man can besiege a city. One invisible teleparh can carry any amount of 

possessions. 

MiDGARD — Take on as many tasks as you can find^ several can often 

by completed at the same time. 

MEGALOMANIA — Do not over eiftend yourself when annexing 

countries on your start-up turn. 

NEW GAMES 

When you review PBM games, rulebooks seem to drc^ through your 
lettertox every day and most are, to be honest, fairly dull. Most 
companies, especially new ones, ha^ a habit of skimping on the 
njlebook in order to save costs and the result is a publication that 
describe? the game quite well but does not do anything for you visually. 
So it is a pleasure to report on a new company who have Bpent a lot of 
money on the lauftch of their first game. With a weH produced 
rulebook with excellent artwork and clear instructions, Further Into 
Fantasy from The Laboratory is a single character fantasy game but has 
some unique facets that seem highly promising 

^ 



... AND FINALLY 

[}ue to cf^ dates I cannot fe[ you know what happened at the PBM 
Convention but there will be a full rundown in the April edition, 
together with details of the games that the players voted for in the 
PBM awards There should also be enough space to provide a few more 
hints and tips and to ha« a brief look at more new games. ^ 

See you next month. 
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ADDRESS LIST 



THE LABORATORY 
PROJEa BASILISK 
PHOEKIX GAMES 

SLOTH ENTERPRISES 
SPELLBINDER GAMES 
PBMPA 



19 Colbourne St, Swindon. Wilts SNI 2EQ 

PO Bo-i SH24, Sheernes^ Kent MEI2 3QU 

Stoneleigh, Holly Lane, Upper Ellwood, Kr 

Coleford. Gloucestershire 

Freepost, Southampton SO 9 IBH 

PO Box 33. Waliingford. Qi-on OXIO OER 

S9 Kiln Court, Newell St, Poplar, London 

EI4 6JP 

Stoneleigh, Holly Lane, Upper Ellwood, Nr 

Coleford, Gloucestershire 
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You could have music wherever you go if 
youVe our lucky winner 
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HEWSON 



Computer c>wned 
Number of words found: 

I agree to abide by t^e rules of the competitjon. 
Signed' - * 



Ui 
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rds you have 
of your envelope^ 

The competitron 
on March 31st so get yc 
now and you may see yoi 
the winTwrs' list in our Ma 
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DUELLING 
JOTStICKS 



Mastertronic and Britannia joysticks 
meet back to back in a dual review. 



There is a theory tliit covers the 
situation wh^rc two very similar 
discoveries are made at the same 
time quite independently Whether 
the pistol grip lO/stick phenome- 
non is an example of ^hls 'collec- 
tive conciou^ess' I c^innot ^y. All 
I know ts that I saw both of the 
protocypes wiihin a week of each 
other. 

Traditionally, the joystick is a 
free-standing unit wiih one or two 
lire buttons on the base or on the 
nick Itself. The Magnum from 
Mastertronic and the Phasor One 



The Switches operated by the 
sdck were much more sensltrve on 
the Phaser The Magrrtim has a 
very spongy, Springy leel, which 
made it harder to use when deh- 
tace control was needed. Tm a 
great believer in specific joysticks 
foF special purposes and I would 
caterer ise both of these sticks as 
Ideal for games which don't rKluire 
frequent han^mering on the fire 
butiOFV The fnclusron ol a rapkl fire 
ivi^ltch would have helped to In- 
crease the Overall apphpal of each 
stick. 



Product: 

Supplier: 
Price: 



Phasor One 
Joystick 

Britannia Software 
£14.95 



from Britannia are both hand-held 
scicks There are two principal 
pares to the suck: the stem, or 
hand grip, which leads up to the 
platform upon wh^ch the $tJCk 
rcseif Is situated. 

Althijugh boTh sticks rely on 
tKe same basic ergonomic design, 
tbey dUfer In several respects. The 
Magnum has ^ thumb operated fire 
button at che back of the joystick 
placform and ii heavier bo<fy than 
tl"ie Phasor- The Phasor's button is 
posJnoned at the front of the stem 
more like a pistol's trigger. Person- 
ally I prefer the Phasor arrang«- 
ment, especially for shoot-em-ups 
The Magnum ciitise ^ severe thurrib 
latigue. 

Comparing the stems, The 
Magnum Is thicker and ionger^ 
which suits my hand perlettly, but 
ihe Phasor has better balance. This 
IS because the seem merges with 
the rear of Its platform Visually 
this make^ the Mastertronic stick 
the most appealing but L thought 
that the stem needed a bit of 
weight to counterbalance the 
forward pull of che platform. 





Overall I preferred Britani^as 
Phasor One. It has a sur^e. no- 
norisertse design. It is a fittle 
uncomlortable lo hold, unk^ you 
have small hands, but in terms of 
overaff 'feel and response It just 
has the edge. The Magnum Is In 
many ways superior In design, \i 
you disregard the positioning of 
the fire button. The lack of 
response In the stick controf woidd 
probably suit a more heavy handed 
person than myself 

The first company to combine 
the styling ol the Magnum with the 
control of the Phaser would wjn 
my vote any day but, given chc two 
sticks, I found that ! kept returning 
to the Phasor during a lengthy irtal 
pertod 



Contacr." Bntannt^ Software Ltd , 
Un^i M28. Cjfxiiff Workshops 
Lewis Ro^d. CanJ^^f CF! 5EB ftel: 
0222 48n35}, M^t^rtronic^ 8-tO 
Pau; Street, U^ndan FC2A 4fH 
(lel: Ot'377 6880}, 





Afier the tert^ion tit the 
Decathlons, the heal of^ 
Summer Games, ihe cHiH of 
Winter Gdni« ^nd [ht round 
iht world tour of World 
Gamts. tnvfll badt m ^ime for the 
barbarFang3n>esih3c feaiur^alkh^ 
'\kslence and brutality you\^ ever 
dreafned about"' i^umblc onlj^ for 
persons of 15 years and orer)f- 

Ancient hrstor^, Sweduh it^le. 
leiture^ heroic struggles between 
gre^t champions such as Nop. 
Knorr, Hawk and Do^ in events 
that range Irom the titanic struggle 
of the ale dnnhing to Che llnesse 
required m cat throwing 

You baciie for the trfbal 
hoR&urs either ^g^tn^c human or 
compul&f (droid) opponents or 
you cjn tune up |^ur skiii; in 
vcretpr^cucc sessions Sooner or 
laier you'll meet your opponent m 
the first event, the tug of w^r. 

Each event logd^ m separably 
from chc garne wp^ but a turbo 
load ensures that the deiay is kept 
to a minimum and jusc tang enough 
to pour yoursetf a good quaf1 of 
alt- As the froth s^nks, the first 
icene appears showing two bar- 
barians ready for a tug of war over 
a r^ver The wmner gets the spoiis, 
the loser a mouthtui o( river 

Underneath the disptajr are two 
energy bars thai are used a& the 
pla;^rs lug at the rope. Pulhng the 
joystick down releases a small 
burst q| energy, pressmg the fire 
button gives a bic more and uang 
both together gives an almtghty 
heave that pulls your opponent 




the overall loser literally loses his head 




towards the dnnk buc costs you a 
lotofenergy The secret li to pull, 
thon rcsE, then pull again once 
your energy has recovered Thri 
mu&t be timed carefuily or you'll 
become ei-^hausted and wi(l be 
easliy beaten or wjil regain Cantrot 
just in t^me with one foot already 
in the river_ 

Event Two opens with a tower 
in the centre of the screen, in 
front of it is a graduated sequence 
of lines that you must reath with 
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Title: BLOOD 'N GUTS 

Computer: C64 

Supplier: AMERICAN ACTION 

Price: £9.95 
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A giant belch marks the victory 
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For all you nasty gamers, here's a 
Gamer nasty which proves that 
there is room to swing a cat in the 
Commodore 64. 
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I leap from ihe ramp^rlf. 
g Che |a)f!^[jck down and chicn 
give rou ^ extrj UU before 
uchal button press lor th^ 
Being ^wi of the Bgrbanan 
5. the competitor must, of 
land on htt head to com- 
n approved |Omp Three 
decide the winner with ihe 
D beat cFe^rly displayed on 
ht ol the ^creeh. 
rock rolling event has goc 
the hardeic In the whole 
tition Likt the tug of vfar. 
^ oriJ)r move H >'Ou've ^ot 
energy btit chis t^me you're 
a gi&nc rock ivp a steep 
p^th that loops around and down 
toward yoi*r opponent. The first 
player ^ get to the top can there- 
fore fc^l his rock down on top of 
his opppnent Now. however, the 
|ob li rA^e more drffJcuk as you 
Ka-^e tt^ v./ork for che energy by 
frantic jby^cick waggling Notch up 
3 wjn lir the comput^zr droid! 

2'l H3 the computcf but now 
an exceieni chance cb equalise as 
the nodev^nt ^s my ipecialcsi sbb- 
joct. beir drinking, Slandmg on a 
si-age o4>oulders, surrounded by 
tr*]e& an^ animal skjns decorated 
ich thqsfcdii of past Blood 'n 
contestants, ourr cwo athletes 
Lo ^ink barrels ot ale- 

L 
J 

? 



Pushing the joystick brings the 
barrel to your Ijps and the beer 
begins to flood down your ihroai 
A cut-away secOQn of each player's 
head show* the Flow that must be 
mjjntamed by frantic v^gglmg. You 
can stop For a breather if you want 
^to wa^ce valuable tjme, but tf you 
rt>5h your dnnk and spill a drop the 
coniesc IS lo^ A giant belch mark*! 
the victory in che firsc of three 
contesES that Is soon followed by 
two more Those years of practice 
have all bten worchwhile^ 

More skulfs decorate the next 
even I That features a barbanan 
encased in stocky that form the 
rarget for the rock throwing 
Human HJc event. In j test of 
speed and accuracy you must hFi 
Che target's nose. Je't arin and feet 
three tiFTtes, m 5ec|uence. as quickly 
as possible You h^vc to be quick 
and on urget becau^ the com* 
ptjter sees a Fait time thai can only 
be beaten with 3 minimum of mis- 
takes. This isn't easy, pariicularly 
since Che aiming cursor relL^ses to 
5tay suH {probably caused by the 
beer dnnking^] 3-2 to me 

The con^ter gots its revenge 
lor my narrow {2 second) wm In 
the Human Hii by belting me more 
times that f could in [he ne^t event 
— the pole fight 

Silting astride 3 log that" lies 
across A deep ravine, the players 
must hit each other v^nth tree clubs 
In the shortest of all the events 
The loser plummets into the ravine 
buc IS always patched up in time for 
Che cat throwing 

Once again you must beat the 
computer's crack performance by 
hurlrng a moggy as far as pouibte. 
preferably m che right di^ecC^on. 
Pressfng the fire button sets your 
barbanan into a spin. Pressing che 
button again will laurrth the moggy 
but your timing must be ac<: urate 
or the cat whil be hurled aimlessly 
Into a tree, a fence or one of the 
hungry^ loo king crowd that are 
waiting for a stray throw 

The distance of the cat chuck 
depends on your barbarian s spin 
speed that gradually increases but 
then rapidly falls ofl as the player 
tpres. The best distance in three 
throws wjns che event. 

After all that exertion one 
dare-devil reporter was ready for 
3 peaceful mountain strol! only co 
find the pathby across a tightrope 
strung between two mountams' 
The object is to tightrope walk to 
the centre of the rope before 
you're opponent gets there from 
the other s;de. The first one to the 
middle ends the contest by bounc- 
ing up and down on the rope 
sending the other conten<Jer for 
another divfi. 

Taking steps fe easy enough and 
achieved by pressing the Fire button 



but you must then move the joy* 
stfck to counteract any losses of 
.balance These are shown In close- 
up inserEs of the two barbarians 
and must be judged carefully or 
you'll cause even more problems. 
Best of three again decides the 
winner with the loser receiving 
quick patch-up surgery ^n time for 
the ninth event. 

Remember the classic John 
Wayne Wesrerns when the big 
man traded punches with a young 
upsiart^ Axe throwing is the bar- 
barian equivalent of that, wfth the 
players lakpng turns to hurf 
choppers at each other Standing 

on [Op of crates {^) you must fump 
over or duck u ruler your oppo- 
nent's throws while aiming yours 
in flight by pulling the foystick. 
Despite this super human control 
you must anticipate his move to 
rruke che axe count One hit gnd 
the event Is over, 

The contestants havFng fallen 
off mountains, been clobbered by 
boulders and axes and recovered 
from the attempts to hurl them- 
selves head first off towers now 
kne up for the final event, the 
arm wreck 

Three arm wrestling contests 
decide the winner wkth joystick 
^^£el'ng, once again, berng the 
deciding factor The los^r has salt 
rubbed into his wounds by a bird 
that flies overhead and delivers the 
fingJ blow. 

6-4 to the computer Isn't a bad 
result but it n^eans the end of the 
road for poor old Nop In Blood 
'n Guts the overall loser literally 
loses hrs head thanks to an on- 
podium guillotine. 

The decathlon ol ancient ath- 
letics Is supported by good graphics 
depicting ten events that art 
actually fun to play The action can 
be accompanied by atmospherfc 
grunts from the players such as 
UGG1. UGG', AAARGH!. KILL 
which Is Swedish for Ugg!. Uggl, 
Aaargh'. Kill! . 

Take a break from the serious 
Olympic events and pracucc for a 
manic night of cat throwing, beer 
drinking, axe throwing and-tower 
jumping. (Souncfs like an 18-30 
holiday to me —Ed.) 
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Or'gmaliiy B5*'v 

X-Fittor 7S^ 

OVERALL 77% 






.{Title: 
!' Computer; 
^Supplier: 
I Price: 



Storm ; 

C64 I 

Mastertronic" 
£1.99 • 
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Gamers looking (or Gauntlet style 
action at a budget price wHI relish 
the exploits of Storm and his 
wEurrl fnend Agravain ai they 
search for Cornnc (Storm s wife) 
in the undergroLtrtd !a(r ol the evil 
Una Cum. 

The screen shows a top down 
view ol the lair that is partially 
covered by floorboards thic 
obscures your view of the 
monsters ind iheir generators that 
swarm belown 

The controls are of the rotate 
left/Hght and forward type rather 
than the easier direct controls and 
so you're sure to find yourself 
moving in the wrong direction at 
exactly the wrong time 

The lair consists of a labyrfnth 
ol rooms patrolled by monsters oi 
all kinds that swarm out of the^r 
generators to drain your energy. 
These can be blasted by your high 
power sword or wiped by using 
one of the scrolls of imuleu stewn 
around the lair. You can also find 
food to increase your energy, 
energy bottles for Tull recovery 
and srtake brooches to gam entry 
to Una Cum's lab which Is the 
object of the game. You will aiso 
discover strange caballa symbols 
that may dear away walls block- 
ing your path or release an unwel- 
come trap 

As with Gauntlet the fun 
comes when two players are 
chasing after the 5ame food and 
rKhes, particular I If when a icreen- 




'.■•v-v.v.".*.v.v- 
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ful of human or slime monsters 
stand In your way. Now the ''olfh- 
tiar' Gauntlet is available, most 
clones v^ill find the going tough but 
at only £1-99 Storm will carry on 
from strength to strength. AH 



;;Title; 

|<Computer; 

^.Supplier; 

> Price: 



Ninja > 

Spectrum \' 

Mastertronic } 

Entertainment USA;< 
£2.99 \ 
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'■ Originality 
't Impact 
'» Garnepl jy 
'.X-Factof 




"* OVERALL 


60%! 




The number of princesses that 
need rescuing Is directly propor- 
tional to the number of computer 
games wrrtten Princesses are 
especially likely to get captured In 
a martial arts game. The precious 
klng'4 daughter in th^s case is called 
Ol-Di and the person sent to 
rescue her is the ninfa. 

6ut it Is not enough to just 
rescue the princess. Before she will 
go with you, you have to prove 
that you are v^rthy by collecting 
a certain number ol idols as you 
make your W3.y through the Palace 
of Pearls, 

Killing hordes of palace guards 
apparently isn't gotjd enough these 
days. The ninja is a pretty mean 
killing machine though Apart from 
Che normal flying boots and fists, 
he can also hack his enemy to bits 
with his amural sword and in- 
capacitate him even further by 
throwing his sh^jnken (pointed 
Stan) and daggers at him. This is 
provided that you remember to 



pick them up as you go along as 
you forgot to bring any with you 
such was your rush to rescue 
Dl-Di 

As martial arts games go, Nlnja 
is one of the better ones. The 
action is fast and furiouSn most 
bouis lasting only a matter o' 
$econdsH and the excuement level 
tt high — something that cannot 
be said for many of the clones 
currently available. 

The one annoying feature is in 
the co^t^o^ menu. The Kempston 
option does not appear to workn 
mainly because you have to select 
Cursor joystick Instead. Nothing 
serious once you realise what is 
going on but surely someone 
should have packed this up at the 
game's testing stage - 

GH 




*SCORELINE 

-Impact 
' Onginality 

^ Game play 
y X- Factor 

[.OVERALL 



60% 

60% 
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; Title: SWAT 

/Computer: Commodore 64 



'.Supplier; 



•;Pri«: 



Mastertronic 
Entertainment USA*! 



£2,99 



^ 



* * 



The seating — Los Angeles. The a few start lobbing grenades at 

cime — f999- A terrorist team hji you- And it's very bad raws if /ou 

taken over the entrp^ west side of get caught by them — chey beat 

LA artd it js up to you to aistmble yoL> to deaths after whfch one of 

a crack team to counteract the your erstwhile buddies assumes 

threat You and two others against command. At the end of the leveL 

who knows what. xhere is a whole platoon of baddies 

The first thing that strikes you in space invader formation who 

(hopeful^ it's not a bullet or a hand have to be ellmmaiedH followed by 

grenade!) is that there Is more than one guerilla on his own who has 




lusl a handful of terrorists. More 
like an army, rn fact. Still, it's not 
TOO difficult at fir^t to blow them 
off the face ol the Earth. But all 
the terrorists seem to be making 
a bee-IJne for you though and 
totally ignoring your colleagues 



managed to take a pretty girl 
hostage- Succeed In shooting him 
and a chaste peck on the cheek is 
your reward- Wow! 

SWAT is a sort of suburban 
commando, but none the worse 
for it- The graphics are nothing 



' Tide: 
^Computer: 

2 Supplier: 
^ Price: 



Nuclear Countdown, 

Spectrum 

Atlantis 

£1-99 



I 



who are patrolling the sidewalks special but the game does have a 
while you get to walk if\ the mJddle certain addictive quality about it^ 
of the road- Oops! that was no GH 

terronstn that was some nice Nttle 

grey-haired old lady weanng a pink . .^v*v«vvvvaaa 
dress- There weren't supposed to j" SCORELINE 



be a/iy civilians left in the area but ^ i-^pari 
there are always one or two who ^'originality 
disobey evacuation orders, ^;^^^|^; 
Doesn t do much for the P^^^*- m y factor 

The baddies ar^ mainly armed*' OVERALL 60%' 

with guns. I^ke yourself, although *'*'^'*'#'»"^»^*'»"»]^*^#^#% 



&0%* 

70% • 
70%* 




Four highly unstable nuclear 
celts are threatening the world 
wjth totaf destruction unless 
you and your team ol drokb can 
neutralise them m time. The cells 
are housed In a 25 room complex 
containing screens that seem to 
have escaped from Sprndlzz/r 
Ramps, ^ncomplew Poors and 
direction arrows form the passive 
threat to your helpless drolds that 
must also avokl the energy sapping 
enemy droids and draining corri- 
dors that can kill a dro^ before It 
gets halfway acoss 

If you find a ceH hfs easily 
destroyed but why they sent you 
in without any weapons Is beyond 
me as ihe wtiole complex couid be 



cleared in five minutes with a 
decent laser 

The game itself js a decent 
attempt at a 3D arcade adventure 
(yawn!) and should do well at only 
£1.99 but J^'l It time for some- 
thing a litcle different? 

TH 
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'Carneplay 
'X Factor 

> OVERALL 



10%^ 
40% J 
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^Title: Crystal Raider^ 

:5 Computer: Atari 800 } 

^Supplier: Mastertronic i 

^ Price: £L99 i 






>:■_•. 



•_•_•. 



•_•_•. 



•-•_• 



•;> 





".^ ^ ^ - ^- 



■ • 4 

i 

1**4 



c 



:':f;e ooffiO 



IDOLS 2 



* A 



lollect the crystals from ail 50 
rooms before your oxygen 
'runs out — this is the chal- 
lenge of this intriguing platform 
game. 

You begin your five life quest 
On a ptatform in room one whicH 
Is literally littered w^th crystals. In 
factn all you have to do is jump up 
to collect them ThJs shouldn't [je 
a problem as you've got almost 
total control of your jumps and 
can change direction several times 
v4iile in flight 

But you'll have to perfect your 
technique so you can jump up In 
betviffien the platforms and avoid 
the killer nasties that are floating 
about, u weli as the deadly 
slithering snakes, not to mention 
the fire pits that threaten to engulf 
unwary adventurers. 



To add to your troubles there 
are platforms that appear and 
disappear almost at will and you 
have to plunder the crystals before 
your limited oxygen runs out- Vbu 
get an extra life for clearing a 
screen artd an oxygen top up, so 
you should be able to finish the 
game wrth the available 55 lives! 
Unfortunatelyp It un't that easy. 

TH 
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^ Impact 
iV Originality 

■ ;: Girneplay 
P X- Factor 

f, OVERALL 



30% i 
75%? 

54% >" 
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iTitle: Willow Pattern^ 

jComputer: Spectrum J 

;^.Supp1ier: Firebird Silver ; 

r Price: £199 






i 

/^ ;»Title: Caverns of Eriban.; 

V; *' Computer: Atari 800 
Vj •!Supplier; Firebird 
y^>; Price: £1,99 



:_"""' -*_ 



Ahhougfi bas«d on an Did 
ChJntK legend fhis game h 
yet another involving a 
pHnces who need^ r^scuingH This 
one ^i have a slighcly different 
twin to it though. 

Chang h a humbte clerk who 
hu the misfortune to fall in love 
with the Empef or'i daughter. 

Howeverp Pnncess Koong-Shte't 
father h« other plans for her and 
forUds Chan; to f« her. But our 
hero is made of strong stuff and 



are well dnwn but not as bright or 
cohHirfvl a£ on the original 
Spectrum venlon. The graphics of 
the characters themstlves are 
particularly wishy-wllhy. One view 
of the gardens is of bridges over a 
stream. Traditionally, bridges are 
protected by ghinti and Chang has 
to hop acrnsi stepping stones, 
trying to avoid the hands of the 
giants as they attempt to knodt 
him into the water, to gel across^ 
Once Chang has reached the 



decides to break into the paJaMand princess he musl then make his way 



■his game is a mixture of 
Thrust and Scramble — you 
^ J V pilot a ship thrqugli the 
^^ Caverns of Eriban to get supplies 
^^ through to subterranean mine as 
^^^ depots. 

^^ You begin with seven supply 
^^shipSn which may seem a lot bui 
^^ you'll need them aW to run the 
^^ gauntlet of enemy missiles and 



jnfire and the natural hazards that 



and you're hit by a missile- That'll 
teach you to hang around red light 

districts' 

The waHsof the cavern are just 
dangerous and it takes con- 
siderable skill to navigate through 
the cavern without losing your 
ships. To add to your problems you 
can only carry five supplies at a 

timt- 

A cheap and cheerful game 

that will provide food for thought 



^>iie in your way. hor example, aoad inai wm |ji uyiuc ^^^^ ^^^ lm^^m^. .- 
yO landing - either too hard or |ust 'or software hungry Atari owners, 
O^ofl carpet — will cost vou your Tony Hethermglon 



progress 
you do lose your ship. ^impact 

You pLck up supplies on the <Orieirkality 

*Gameplay 



SCORELINE 



surface and then descend Into the 



depths looking for the tell-tale ^j^^^ir^^Qp" 



^Jf iie in your way- For example, a bad 

^^shipr Luckily, you continue the 
^^j game where the last one got to so c 
^^ you can make some progress even 'i 

^y flashing red lights thai mark dn •f^\/cpA| | 
^O unsupplled depot However, |mt as \ vV CKMLU 
^j /ou're about to land J wall opens 

I 



S5% 

75% 
50% 

55% 



dope with the princess. 

The palace grounds consist of a 

large maze protected by samurai 

w3rriors. Chang must collect 

various treasured on ^i( journey as 

well as swords to kill the guards. 

Only one sword can be carried at a 

time and each sword e:An be used 

only once. The problem is [hat 

there aren't enough swordi to go 

round. Overcoming this probLem 

invalws a certain amount a( 

personal danger: some of (he 

guards can be entked to throw 

swords at you andn if you c^ri dodge 

out of (he way^ you can pick up the y^ 

sword and use il to klLI the guard. ^ Irvipact 

The trkk ft not to run off the edge ]^; Originality 
, of the screen, otherwtw the sword ^^"^ Gameplay 

iitost. ^XFaclor 

< The game Is set in a Japanese ^''/^VFRAl L 
f garden and Ihe graphics depict '.iOiJJ^ 
t various temples and housesi These ^ 



to a hidden boat* at the same Dme 
avoiding the pursuing guards^ 

I was a Nt diappointed with 
this conversion as I enjoyed the 
original mort The game iOfilf 
invoke) lltde more than working 
cut the optimum route and making 
(he best use of lh« swords and^ I 
suspecti onc€ you have completed 
it, it is not somethmg you would 
want to go back U- 
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iTitle: The Serfs Tale T 

> Computer: Spectrum 

^Supplier: Players 

^ Price: TBA c 






Texr only adventures are a 
rarity these days. Distributors 
and. dare I say it, some adven- 
turers themselves actually appear 
to like graphics In their games. As 
(ar as I am concerned though, text 
only games are the purest form of 



the art, ei^pecially If they arc ai 
goad as this one. 

The game is a re-working of 
the very first Colossal Caves 
adventure by Crowther and 
Woods but IS rone the worse for 
chat. The Serf's Tale IS an expanded 



\ 






H 



:4 



s 
if 

d 

■r 
rl 



Title: Speed King II s 

Computer: Spectgrum J 
Supplier: Mastertronic ^ 
Price: £L99 



N 
K 



Speed Kfng II Is. apart frcm time and race position ^ the 

being the sequel to che iuc- others siream past you. At the end 

cessful Speed King mctorbrke of the race you get the result, your 

racing game, two games ^n one. best position, lap cjme and the 

In the first game you race record tirne you need to bealr 
against nineteen other riders on That's not all on this amazing 

any of nine famous tracks includ- budget game as you can also race 

ing Bnmds Hatch, Silverstone, another player In a head to head 

Anderstorp (Sweden) and Monii race on a pit^top style split sceen 

fltaly). You obviously haven't been display. Tw« games for the price of 

very good in practise as you always one: Not bad, eh? 



start the race m last position with 
the whole field to beat. 

Still, you can accelerate up to 
a ma^irrium speed of 192 mph, 
which IS fir^e for passing other bikes 
along the straights, but noi good 
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tor taking cornerSr h can be done ^Gairieplay 

— if j^u're In the right position on \x-Factor 

the smooth strolling track, but if Srtwco A I I 

not you'll spin off the track, lose V UVtKALL 

all your acceleration and valuable '^*'******* 



70% 
4S% 
80% 
60% 

64% 
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iTitle: 



Park Patrol 







^Title: 

^Computer: apecirum g^^i^I^^G^^^^^jS 
^Supplier: Firebird ^^^^. 
Sfricei . . , , .£' ,??, , ^^a^f^M. 

Firebird continue to challenge At che side oi the screen are 

Mastertronic as the budget gimes displays oi your fuel, hull temper- 
king with the release of another 
tun shoot-em-up. 

The Gunstar is a fleet of pulse 
fighters that have constructed and 
trained to destroy ^he alien (leet 
that now engulfs Earth. After the 
failure of the Star Wars defence 
system the future of the world 
rests, once again, with you. 

Armed with only a la^r firing ^ 
ship you must blast a fleetful of^n ■ \^ 
aliens, navigate an asteroid field. ; [^ f ^-" ' 
Hast the gun turrets of the mother ' ^ ■ 

chin ^nA fl«-i(l« ^^--l^ s*-Ji-K ii- to'vc 



> Computer: Commodore 64 ? 
^Supplier: Firebird Silver ^ 
5 Price: £1.99 ? 

■he |ob {^f park-4wcper is up for u jrou try Id avdiif i watery gr^ra. 



grabs al Papatoetoe Park as 
the &td keeper hu had a 
nervous breakdown. And no 
wonder! Liner fc^oons Che banks of 
Che river and swimmers do their 
utmost Co drown righc In fronc qf 
jwjr huL As if (hat was not 



A flashing help message indicates a 
swimmer Jn difficulty and you 
should return to your hut 
immediately. Each level ends wh«n 
yw uKcessfully pick up aII (he 
rubbish. 

hrV patrnl k one nf th«« 



attjre and a picture of the pilot 

who tover^ his eyes when he's shot 
Co ward off the inevitable expto- 
slon. 



With games lilcc this and budget A"^ man-eaCing turtles do their 
arcade adventures like Scorm. only »«« io prevent you from picking up 
from this budget (he assorted debris. Thenp )ust 

when your energy ii runnfng low 
-^ and and you're feeling the need to 
: pop back to the hut for a quick 



enough, they also have the temerity games that ii » simple to play and 

50 incredibly addictive that you 
wonder why you didn^t chli4 of jf 
jrDun#lf At under il 4S we!!, it 
puts many of its more expensf^ 
brothers to shame. Go buy a copyF 

CH 



10 capsiu your r^ft as you try to 
rescue Chem. 

Then [here is the wikllife. 
Snakes inhabit the river and are a 
danger to you ard the iwimm^rt 



we can win 
battle - 
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^ Impact 
Onginalrty 



ship and finally deck with It 



refuel and save the day. 



snack, you find tt (srft there. The 

an(s have v^ked off with td ^ '-'' '&" '^" *-' 

You ve equipped wi(h a raft for J Ga^^play 
7S^ L taking you up and down the rfver ^^ X-Factor 
70% 



65' 



■^ 



90%; 
90% I 



65% 



C. OVERALL 

version wPih 33% more locations especially true oi the map at the 

than the original and with most of twginnmg of ihe game, 
the problems reworked. The text The Serf's Tale was origlnall/ 

has been completely re-wrirren wrirten as a demonstration pro- 

aiHi very weH done indeed. Loca- g™n, hence the lack ol originality, 

lion description! are both lengthy For an/one who has never had a 

and atmospheric. go at getting past the snake or the 

'Hie game uses traditional verb Troirs toll bridge and other such 



^ bank but can atw hop onto floating ^ fW/ C P A I I Tfi OL < 

;; togs If y«i w^t A few jiir^ of ^^Z^I^h^^,^^?J^X 



irtake repellant are your only help 



classic problems it is highly recom- 
mended. And I am certainly 
Looking forward to the next text 

adventure. 

GH 
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noun Input and I did not come 

across any problems with obscure 

vocabulary The choKO of verb/ 

noun was made because that was 

how the game wis originally 

written and not because of any 

proWems with programming. No 

doubt future games will have a 

more complex parser The verb 

examjne' is well supported and 

should be used frequently.. Other > -■■& — v 

features include the ability to put 3 ^^^^P^^X 

items In ydur pockets, although 5 ^"^^^^'^'^ 

you must remember to take them ^ OVERALL 

out before you use them. This is':^^'^.^^^^:^ r^^-- 
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Calling all Spectrum owners! Win a copy of 
Fairlight II, an Edge T-shirt and pen. 
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FairHght was 9 mammoth b«st seller 
and to mark the launch of its sequel 
we have persuaded The Edge tq 
givt away 25 topje^ of the gamo^ 
plus T-shirts and pens- 
Continuing the saga of its 
prcdcce^Hirp Fairlight II: Trail of 
Darkness 1^ an isonietric maze game 
of fantastic complexity and size^ 
Each of the beautifuNy animated 3D 
graphics screens contain problems 
which will take months of work to 
solve. If you haven't heard about the 
delights that awa^I ^du in this 
arcade adventure you can read all 
about Chem In our review elsewhere 
in this issue. 

Entering th« competition is 
simpMcity itself: look at the maze 
belovtf and help our hero to find the 
key which will unlock the safe 
containing your treasure trove of 
goodieSr 



The first 25 correct entries 
drawn from the hat on the 31st 
March, 1987 will win the promised 
gameSp T-shirts and special Edge 
pens. 

To enter first read the Gamer 
Rules OK information on page 90t 
next draw the shortest path which 
Isvar must take to reach the key, 
then fill in your personal details on 
the entry fom^^ Cut out the maze 
and the form and «end them to: 
Fairlight II t Computer Gamer, ASP 
Ltd.p I Golden Square, London 
WIR 3AB. 

All the correct entries will be 
entered in the draw at the end of 
March and the winners^ names will 
be announced in the May isfue of 
Gamer. 

Good Luckf 
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Fiirllght II (%3ectrurT>) 

Name 

Address 




c 



l: 



n 



i>;f^'4 



u r 






H"^^. 



^r.i -.-; 



r 



rfmm ^^ 



Gimer March 



Computer owned. Spectrum 46K/I28K (delete ^i necessary) 
I agree to abide by Che rules of the competition. 

Signed. _ 
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The Ultimate 
Maze Challenge 



There ars no random events in XOR's 
labyrinlhine palace, and [here is no 
premium on hand-eye coordination. You 
have alf the lime in the world lo work ouf 
the precise nature ot the hazards you 
encounter. Logical thinking, slralegy and 
lacfical problem solving are all part of [he 
XOR experience. And XOR is not simply 
about finding solutions. II you can solve 
the entire puzzle (i 5 levels plus an 
encrypted anagram), you quality to be a 
memberoftheOrderolXOR. Witha 
certifjcaie and a badge lo prove it. 




...this is one of the most 
compulsive, cunning and 
attractive programs I've seen 
for some time! .... itie game is 
superb - a very classy original 
twist on the basic maze 
theme" A-t-B Computing 



XOR's Fcalures 

- 15 graded mindbending mazes - each 

maie approximately 1 6 screer^ 
' super smooth high speed scroilmg 

- high resolution quality graphics 

- high speed orslep by step replay 

tealure 

■ intriguing logical problems 

- inleraclive dynamic puzzles 

XOR MAZE GENERATOR 
Tfie XOR Maze Generalor Is a Injiy 
prolessionai utility, in fachrs the very 
same generator we used to create the 
first collection ol XOR puzzles. The 
package is luliy menu driven and simpieio 
use, the user simpiy places any 
predelined icons onto the 



maze screen. Included in the package is 
an iCON DESIGNER so that you can 
change the appearance oUhe game 
characlerslo batHe and delight your 
In ends. 



BBC B. B+, MASTER SERIES, 


ELECTRON 




XOR 




BBC Disk 


£12.95 


BBC Casselle 


£9.95 


Elect "Dn Cassette 


E9,95 


XOR Maze Generator 




BBC Disk 


£14.95 


BBC Cassette 


£11.95 


Electron Cassette 


£11.95 



24 HOUR TELEPHONE ANSWERING 
SERVICE FOR ACCESS AND VISA 
ORDERS 

Logolron Guarantee: 

All orders dJ spate hed wilhm 5 days of 

receipt ol order. 

Faulty soltware will be replaced 

immediateiy. 

Postage and Package Free, 



XDR 
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LOGOTRON RECREATIONAL PRODUCTS, DALES BREWERV, GWVDiR STREET. CAMBRIDGE, CBI 2U PHONE. (0223)323656 



The long awaited sequel to the 
Book of Light takes our reviewer 
on a dark quest 



« « ■ 
* ■ * 

« « • 
* * « 



ubuded the Tr^iil of Darkness, 
this IS ihe second of the 

Ctircnicfes of the Land of 

Fairlighi In part one j^our 

qutsc wM lo fjnd the Book ■ 
or Li^ht and battle your way paU 
the guards, irolts and dastfe 
guardians to hand The book to the 
good Wijafd Segar and sa^e the 
land 

Unlorcunately. jiou have been 
fooled by Che Dark Lord and his 
illusions and, by handing him che 
book, you have sealed the destiny 
a' the land Fairlight It begins wuh 
you oLJt^de the castle, despondent 
and wiqh nowhere to ^o. 

Luckily, the TCal Segar appears 
in front of you and ceHs you that 
you can yet save the day by track- 
ing across t^ie land until yotj finally 
seek Out ctie Dark Lord and defeat 
him The apparition disappcarsj—"" 
youVe alone once agam. 

You are Isvar. the v^utd-be 
hero oi the quest who looks man 
likt an ttfllian w^ft^r chin a saviour 
ol the land 

Fairhghi W is almost twice u big 
as che original ^nd loads in two 
separate parts Complete the (irst 
pan and you can load in the rest 
of the quest Be warned thor^"*" 
this IS a big game and will litei 
uke months to solve. 

Unlike the original quest when 
you were confined to the castle 
limits. Fairligtit tl boldly goes where 
no arcade adventure has ever J 
belore Your quest begmi oil 
Ihe cattle and w^ll lead chfl 
woothr rocky plains, buildin- 
along narrow ledges. dflVl^n ir 
holes in the ground »«gleven ol 
a piraie ifaflL^ ■ 

The flHP^nures Fairlighti 




Title: 

Computer: 
Supplier: 
Price: 



FAIRLIGHT II 
SPECTRUM 
THE EDGE 
£8.95 
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gives the fame's obpects real -world 
charge censt'cs such a? weight, 
inertia, momentum and even, 
Qccaiionally, intelligence There- 
fore, although ^ou can carry a 
maximum oHive objects don't be 
surprised if ^ou can only pick up 
cTiree THe message "Too Heavj^'' 

should kU you why 

The screen display shows the 
3D view of the world U^ar is m 
although some screens have cue 
away views and one <s simply a 
Single thin Itdge runrung (rom one 
corntr to inother Above that are 
five "pockec^" to hold ob(ett4 that 
you Imd, a message window atKi 
your current life lorce This begin* 
at 99 and is reduced during combat 
until, it «ro, your journey ends 



directions picV* up aad ^ppi 
objects, lighTs and jumpFthlAjgh 
keyboard concrols although a 
Kempstort loyscick can repface 

some ke^s- 

Eyploracion of the tand will be 
hindered constantly with aUacks 
by che people and crrtters chat 
serve the Dark Lord These hack 
or chomp away at you until suffi- 
cient sword blows hack them 
down My favourites are the m- 
credrbfe wolves ihai stalk you 
before they strike fou must also 
be wary ol the plants m the fareic 
sir^ce some have energj' draining 
thorns t+iat tan weaken the 
unwary advenctirqr 

Solving the game ts a mammoth 
cask thai will take time and a 



fighting and problem solving skills 
Luckily you can save your game 
position for later play or as 
insuniHie to protect your work to 
date 

Most of the problems involve 
getting hopefully useful ob|ect% 
from almost Impossible places To 
do this you must find, collect and 
ferry the materials you'll need, to 
build yourself a platform or steps 
to reach the obpect To do this you 
must UK the rocki and barrel that 
form the passive backgrounds o( 
lesser games and stack them on 
top of each other Climb on cop 
ol your makeshift structure and 
you can cla^m your prize 

The ne?<t problem is to find out 
what to do with your new lound 



lOty. One partlC' 
in ob|ect on tcjp of an an 
reachablf! plat Id rm deep inside a 
buikSng (making lerrying rocks and 
barrels unrealistic). Beside it are 
three moving pla dorms chac are 
stacked on top of cath other. The 
way to the object is to jump at the 
stack to land on the lov^r plai- 
lorm whrch pKJshes the higher one^ 
back A second well time leap Will 
take you to the next level and so 
on Miss one jump and the stack 
IS moving tn all directions and the 
chance is lost- 

Unlike many arcade adventures 
chat can easily be solved with 3 
map and a pause buttonn Fairlight 
II contains many mapping crapi 
These Include several doors separ- 
ated by woods and rotky plains 
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I l^ad to tht umt building rhat 
iheF> may corn am r^p^nng series 
□f rooms to Confuse the pUyer 
ton should ^LsD waich #he^ 
you're going a$ a step m ^hfl wrong 
directictn could l^ad fOu ofl a difl 
and mto a new g^me- 

Ther^ 15 hope, however in the 
shape q' energy bubbles that float 
^ around ^omc of the ganw J rooms 
MoH dram 10 bfe pomts on 
conLacc but 1'^ 'ound at least one 
that gives you Z50 lile pornU^ k 
take^ ^ome finding ai n^s in Che 
22r^ room m a repeaLm^ iefpps of 
rooms thst can be reached b^ 
simply going siraight through 
them Watch out though as its 
afway^ the third hubble^cheQthen 
dram ^ur lift points and should be 
avoided! — 



bujK a spec tat 
version thai adds a souncJtnck to 
an mcp^edibly sHent game and laad& 
both paru in one loid 

Superb graphics, realistic 
animation and fjendi^ puEilet that 
can be soiled with a joystick aJl add 
up CO create A superb arcade ad- 
venture thai rs only ilighcl^ spoiled 
by a martced loss of speed wher 
more than one master appear^ on 
:he screen. 
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Crime is a disease. He's tlie cure 
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AL rs^nhc rDEDrkaDi-l 



SPECTRUM 

£7.95 



COMMODORE 64 



^*K 



AMSTRAD 



Tfl 061 aJ4 ^939»Tele. 669V77 
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Tony Hetherington \ 
gives a blow by blow 

, account of the rise of 

V the beat-em-up. 
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Tht fint arm and \^% muHles to flan In i 
kung-fu game belonged to the digHiMd version 
0/ iKe legendiF7 flruce U& Since ih«n 
orientaJ hsro^i of all (hapes apitf ^Ires have 
bear en a viriBCj of opponents into ^ pulp to 
save princKM^H jiHfriend? or, fof Ih* ultimare 
martial art arheJverriBri, a high u^rv, 

AkhDUgh BnjEe punched and kkkeit hii 
way through Oaiasoff '^ game It was more of a 
pJatform gamp than the firrt of rte beat-am- 
up' brsfld of games. The true founder wai 
Helbourne House's Way ol the Eipforfing Fist 
that featured an amizing J& different ways lo 
pumniEf your opponent. One reyie^Br 
summed up the eJiwing kung-fu craie, v, Rsi 
swept the awardi, b/ saving Ihar flooring one 
opponeirt with a ungle bkiw wai more 
satiifyjng than ^fping out legions of afien 
ships. Fist tool( iti Inipiration ffom ihe coifhop 
game Karate Champ and wai the first to offer 
the pLaycr total tonmri over a beW&vable, 
large, animated rharacHr When you pushed 
thn jcystick to Itjck, J>e kidcedn your opponent 
crumpled and ir was all accompanied by a 
aO^fying soundcratlf of orientaJ musk 
punctuated with yelU and screams. 

Fist WIS not only one of the top sefler^ of 
fhe year ft was alio the game to copy- 
Suddenfy the shops were full of leaping, 
Ititking and punching clones euh oHvrmg a 
(JightFy different gimmJdt. 
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Sir^em 3's International Karate 
prnbably the least subtle clone u JI 
replaced Fist's oriental bacifcgrounds 
Kenes from the world's ma|or cftiei. However, 
alw ei^ianced (he orjgiivd action by mailing it 
faster, slicker and more varied at It iwampe^ 
the American maritei with its nirbo fist 

America's Broderbund repffed with 
PUrateIca, dlstrihuled throirgh AHolasoft, 
adding an arcade adventure flavour to the 
gama. During the game you had to battle your 
way through screens full of the viW Lonj 
Akuma's warriors fn order to reach his 
mountain fortress and your beloved princess. 
An aariy version J saw on an Apple was 
b«autifullr ^imated and played well but the 
poor old CM couldn't hand^ it and the game 
pFayed as tf it w^ in sfow maElDn. 
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New (h« fiend gafn opetied. US G(3ld 
relea»d a con'^er&ion of the coin-op Kung-Fu 
Kuter Ehii featured l«s mov« but an ^Fn«i 
constant stream of opponents which played 
mare likft A. jhoDt-em-up than a beaf^m^tip, 
Th« same was also true of Konami-Imagine's 
Yie Ar Kmii£ Fu and iu Hquel fie Ar Kung Fu 
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Fin II — the Legeml Continues tried lo 
follow the Success ol the □rigin^f by adopting i 
new appoach that incorporated the ume old 
flaring move*. Thli lime the kyng-fy was part 
of a mapping arcade adventure fuii of empty 
tcreen^ that djd nothing but dflute the actnn. 

Gremlifi's ^y ol the Tiger presented a 
hat-frkk at kijng-fu chatleng« as you battled 
with human> monstw and fione crushing 
^eJetnn opponents across a landscape and 
then balanced on a pole stretched over a river 
before challenging the Jdul sajnuni ti> a dv^l 
with swords. 

By now almost e^ry software house had 
either released or had planned a kung-fu gamp 
as the craze gradually ran out of steam. In a 
skilful ppece of marketing Way of the Tiger 2 
swapped bandwaggons to be one cf the first 
(amd best) Gauntlet clones, leaving the rest to 
battle for the honour of releasing the lait 
kung-fu challenge. 




Kelbourne Hou« hu tried once more 
with Knucklebusters to s« off the likes of the 
budget ninjaf M by Tianertronic. Ocean has 
also released the awfut Legend of Kage that 
relegates the kung-fu lo part of an arcade 
gamer The game has you leaping through [he 
trees, battling up cascle walli, defeating all in 
your path, Just to reclaim your gidfriend who 
was ^nlly snatched from your side by a lone 
attacker. So much for your ninja like-reflejtEs! 

Knucklebusteri is a little more believable 
a$ you pufuh and kick your way out of a giant 
prison paCrolM by countless guards. Luckily, 
someone^ lefc some useful objects. Including 
keys and energy pllISi to help you escape. 

Sq has Melbourne House had the last 
wordp or are we in for even more kung-^ 
gamesr The bad new is Tve hurd rumours of 
at least one software houfe that's planning one 
more which wllJ feature a ninja hamsled 
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^^^^'* encra^ice of Mangir's tower but 
you do not possesi the key » thjs 

Yoyr next trip should be to the 

mad god's t&rtpte rn Gr3nd P\^z. 

JfJJ^^^k-f. Providing that yau can prove that 

'y^^Ujf j^r*^ you worship the godn b^ speaking 

-7|ifKLflr^"^l^ his naiTie, yojj will be allowed 

Fantasy rok placing games have access to the catacombs. Lcv^lone 
gilncd quite a following pro-Kldes several more mscnplions 
although, at the moment, and a weJi guarded treasure chestn 
most of the games are oniy ^^^ siairs are at fiNjIE. 
on disk- Thrs month's hInEs Leveltwoconsfstsof a ntazeof 
and tips come from Carl Young, of doors and you need to^nd acele- 
Sc. Anni, Nottingham, who sent port spot. The spectre of King 
in the complete solution to 
Artolasofl's superb Bard's Tale, 
complete with maps of ^I the 
dungeons. A5 it ran over 30 skJci 
ol A4 paper, what follows is only 
the edited highlights, although it 
does give you qufte a lot to go on. 
Carl makes no mention of the 
best characters to take wjth yoki, 
or such details u where to pjck \^ 
the best gossip, get the cheapest 
ale etc, so perhaps be is prepinrig 
another 30 page epit! ff not Carl, 
we would stjil love to hear fron> 
you again if you want to tell Gamer 
readers about the best spells to 
use^ what magic items work best 
and who should use diem, as well 
ai *e best methods of attacking 
the diflerenc tTtonsiers 

We also have some tips on 
plaining Ukima IV, wh<ch ha$ long 
been one ot our resident wizards 
Gordon Ham left's favourite 
ganies Even though we kept him 
so busy thks r^onth he has not had 
Ume to complete the gam? yet he 
hai still maniiged to compile a fair 
selection of tips to get you started. 

THE BARD'S TALE 

Your quest to find and destroy 

Mangar starts in the cellar under 

the Scarfet Bard tavern. There is 

nol much to keep you busy here 

but you should ^nd some step5 

leading down into the cellars of 

Skara Br« (tBN,7E). On the first 

tevel ^n several inscriptrons that 

should be noted carefully as they Aildr«k appears and you must kill 

provide several dues to future it In order lo gam an eye. Yoy can 

problems. A statue of a poisonous now head for Kyleam's casde in 

spider will animate and attack if the rwrth east comer of the town. 

you ej^amine it too closely. The A golem and a grey dragon 

ex^t to level two is I4N.I7E. block your entrance but summon- 

N.B. AN the dungeons are laJd ing an illusory dragon may help you 

otitona22M H grid and Carl has gstn access 10 Harkyn's castle. A 

^ven map references by caHing the spell regeneraltan pome at ItNJSF 

south west corner of the Square comes as a bit of relief and 

poini ON.OW. crystal 5v«rd (ON. l9E)doesnt go 

Level two features more >n- amiss either. Avoid the larJ ceiJs as 

scriptions and an tmpassabic light you lose hit points and beware the 

beam. Night Is the answer to your teEeport at 7NJ4E which tzkes 

problem here, giving you access to you there At one pointn you wi11 

the name of a mad god Two por- be attacked by six beserkers. Kill 

Tils lead down but you also need them and take their uniforms for 

to use a leviiatfon spell. The third disguise otherwise you will be 

level gives an important clue about attacked by the entire barracks of 

snakeSn useful m i«iur final confron- 396 men on the top level. Ttie 

tatjon with Mangar. A fitghc of bard $houM sit on a chair to reveal 
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3 iiv\ ^uestWirWd^EJ wfTt be 
g^ve^T a lilver OIK to complete y^ur 
set- The stain ifp are at 3N.HE. 
r^TJie stairs to third level do not 
Hist unt^r you And i maghc mouth 
-and say "the jcven wpnls\ These 
can be worked out from the rid- 
dies on this level. >bu must alw 
bu^ a^ ke/ Irom a mar^ evert though 
The price Is staggering SO.OOO gold. 

^rrfrs-^ Hi^^liffa^on tevd chrw ^ Cari was attacked 
a secret door Avotd the mister by 12 demons, two red dragons^ 
nlniBf thestM-s up are at l9NpOE. B3 gimps and anarchmage! BattW/ 

On the first level, a magk your way past some more dragons 
mouth asks you a rkWIe tq which to the room ai 9N,?0E Arw 
che aniv^risshlelds. YouaFtgiven the question and gain a hgunne" 
one 3s a reward Ignore the guards vyblch will aid you in a battle later 
at 4N,4E 15 the room they are Several leleports wilt take you to// 
guarding is empty- An okJ m^n a^ 20NJE where you can use your" 
a questton and the ansv^r "vam- ke^ to turn all walls to doors and 

vke versa The portal H at ON.OE 

and l^adf to your final conlronta- 

tlon with Mangar, 

One of your party wllE become 

possessed as you make your way 



pire'' gives you access to a tete- 
port. Pick up the iilyer square 
before climbing the stairs ac 
I9NJ9L Another oM man — the 
place is ftjil of them — ask^ a 



J s 



question to which the answer is via a teleport to a $impLe maie. A 

"Skull Tavern"- Do not attack him greater revetalpon is required here 

— he will summon demons to his to reveal a secret door Dive mco 

aid. Wear your disguise Here to a pool of boiling liquid — Jt Is an 

ivoid the beserkers and find the illusion. H Is actually i teleport 



Statue at IN,2IE. Examme the eye 
and the statue will animate — It is 
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Walk up a passage to 25NJ0E 
where you see three symbols on 
die walk The silver ows that you 
collected allow passage through a 
door where you see Mangar 40ft 
in front of you. Don't attack him 
yet but go east, north and then 
vrtst through a door. Answer a 
question and ydu will be given 
something (o stop Mangar es- 
caping Mangar will s^immon two 
greater demons and three vamplr? 
lords to help him but you should 
be abk lo capture and kill him. 

ffnatly, Ky learn appears and 
rewartls you handsomely. Hopfr 
fi^y the spell of eternal winter will 
now disappear allowing you and 
your party through the gates of 
Skara Brae and on to your next 
adventure! 




ULTIMA IV 




the mad god with powers of petri- 
^tjon &o b«v^re. Defear him and 
you will be teleporced lo the 
entranCE of Kyiejrn's tower. 

There a only one level to this 
tower but near\f i\\ the action 
Cakes place in the dark. Find a 

tel^ort in the first room to take Here are just a fe* tips to get you 
you to the FThlddle of the set of started on this superb game Irom 
room^t Two irL^cripiion^ give the US Gold/Origfris. 
answer to a magic mouth's ridde The first thing a to make 
Tavern gossip may help you here, copious notes. I know It's a bind 
A silver irfangte should be but you acquire ?o many snippets 
collected from fON,2e. Kill the of information that it i^impowible 
'^crystal golem at IN,4E. to remember them all What char- 
Continue down the snake acter you start off as depends on 
shaped passage going west at the how you answer the opening ques- 
end, not south — there is i tion?. Also, buildfrig i^ your party 
warning about the sting in the tail js of paramount importance so you 
of the snake Vou will then find should aim to visit [he oLher citfES 
Kylearn. at f^Njef. who will as soon as possiWe. tach city is 
explain that all this has been a test bawd on one of the eight virtues 
and give you a key to Mangar's and this should give you some kiea 
tower together with a warning of wtiere to look- 
atout ilJusions. Trffalc, \n the town of Honor 
Awarning on level lero tells of and Dupre, is willing lo help your 
an iff^nding ploi to confuse the cause Jaana fn Yew becomes your 
mapper wtiich involves an unex- dnjid. tn Minoc. Julia will foln you 
peeled and undetected teleport, — provtding you have enough rank 
The portal lo the next level is at Sharrsno in Skara Brae \t also eager 
|7N.2lf . Another spdl regenera- to |oin. Geoffrey in Jhelom is a 
tlorr Is on level one. at IIN.ISE. good fighter but he may take some 
^Mwer "cfrcle" to the magic ftndjng. 






As you need co travel to [he 
cities frc-quentiy, cross checking on 
information, you need tc" discover 
where all the moongates are and 
wtiere they teteport you co. Tht 
moonf^ates are governed by two 
moorts: lor each phase of tk>e first, 
the second moort passes chrojjgh 
three and thi$ is the clue to them. 
When one appears — tbey are 
controlled by the phases of the 
ftrst moon — there are three 
places It wfLt t^ke yoa to, and 
where you end up depends on 
which pha^e the second moon Is 
in. 

You <dso need to learn how to 
meditate. To do this you need i 
rune and the approphate mantni- 
Careful questioning oi townsfolk 
will supply most of the informa- 
llon. Whiie it is fairly easy to 
discover the mantra (except for 
humility — can anybody hefp 
pleased) the runes ar^ well hidden 
and yoti will have lo dscover 
secret treasure rooms, walk into 
fiery forges and search prison cells 
to find them all K^ep m contact 
with the seer in Lord Britain's 
castle and he will tell you when it 
is time lo go and pray at the 
appropriate shnne. 

The ^rine£ are located as 
follows: Honor is west and south 
ol die Trlnsic moongate throu^ 
the swamp; SacrlBce Is to the east 
oi LqcIc Lake; Valor is on an Islarxl 
^otith of jhelorn; justice is north 
east of Yew, again in a swafnp; 
Companion Is east across two 
bridges from Britain, Spiritual 



appears through the moongate at 
Minoc when both moons are full; 
Humility is south east ol Britain on 
the Isle of Abyss and Honesty Is 
on Dagger Isle. You must medttate 
three timet at a shrine, providing, 
of course, th^t you are worthy. 
you wilt then be granted a vision 
In the form of a rune. 

Many of the towns have secret 
passages. These can be found by 
closely examining the waL^ of 
buildings Asmairs' breaksup the 
pattern of the bricks and you wHI 
find that you can walk through the 
appropriate sectlor^ of the wall- 
There are also two vilkages to 
be foufkd — Paws, which lies sou^ 
of Britainn and Vesper ^ich lies 
east, and is important because the 
GujkJ ES here- It se0s torches, gems, 
useful lor mapping dungeons, and 
keys, useful for locked doors 
every where^ There is also a village 
hidden in Lock Uke which I have 
not yet located. Maps of the towns 
can be obtained from Lycaeum on 
Verity Isle- 

Well this should be enough to 
keep yoy exploring for a whiJe^ I 
am interested in heanng from any- 
one who has complete<l the game 
and is whiling to pass on further 
hints artd tips about the location 
qf any other hidden tillages, the 
whereabouts of the shepherd, 
magic Items and the location of 
mandrake etc. Please write in with 
details. I am trying to arrange with 
the editor for a prize to be 
awarded to the sender of the best 
ups each month 
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i& Acache Fierce ani 
oleclrom^ bAtUefheld. 
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Guhshjp'^ revolutionary 3-D tf3p>iicnR!B^V'-"J El'"^ P^I^T. lo fly lOLo the GUNSHLP fOE Commaetor* 

■worlds hones) trouble ^DoI& You'll uso ^n unbelievable arc jy of hiK^i 

Ipch mf^rmflbon and weapon sysft^mt ^ncludinit Lasers, ^ideo cameras. 

fMt^i vLGvrerE. fadar warnme$. ^^mm^rs. cofTiputer^. (n'ttHf^^. i'0C4ifl|| 

flares 3nd 4 30mm cannon! Succ«utul fm^sio^H will be rfMardeiJ wJl 

m«dali and far^k pramobonf, I 

Ejtpenence the danger and etrciteniAnt oT jtlack helicopTcr ^cT^on 
yciur latent adventure m Eh« ever growmg (me of MlcroPro&c ^^mul^tlon 
BoHware 



parT of 1h« CUtUS . 
anU YOURSELF w^lh Eh^^ 

-95. U-ifc 11395. - 



PROSE 



U L A T I O N 



SOFTWARE 



Ple«» 3Pnd 
Name (Block Caps) 



CDpv^ "« oJ GUNSHIP CSM 64^128 Cassette 



Which mag^fJne havt you cut this coupon Irom? 

— I — ■ " ' ^ ' 
Pl«ai^e {l«ba my Ai:ce5sVViu Card No- 



CQM 64^126 Disk 
Addrtst 



Details ot the lull Uicroprose range. 



Postcode 



Ejiptry Dale 



C heques pay able to Ml rnOPflOSE SOFTWARE UIVirTEO. 2 WarfcelPtate. Telbury. GlosGlSBDA I enclose 55p<>osTage and pacfcmE 
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0000000000000000000000( 

^OOThe poor old MSX gets rough oOO< 

O O ^''^^^'^^rit from the computer press OOO 

^^O but does it really deserve Ian Dury ^^^w^^ 

OO added to insult? OOOC 

OOOO OOOOOOOOOOOOOOOOOO! 

ooooooooooooooooooooooc 






It hus been described as ''a com- 
plciely new form of computer 
cnt^rtajnmcnc'^ "a union of com- 
puter, game, film, book jnd LP 
record", "the first full lengih com- 
puter nTOvIe, (uJly synchronrsed to 
a stereo soundtrsck"r Th«e. ^nd 
^ host □! other bizarre and un- 
realistic qrajms. heriFded the 
rftLease of Deus Ex Machina Tour 
year^ago ThencametHe depres- 
sing reaLit; oi the Specirum game, 
k's founder's dream ~ that ol the 
equally tM^arre Mel Crouches 
foundered. The game was 
launched by Automata (of Pin^ama 
fame), inu a ^ea of apach^. 

The "entenainmenl'' involved 
ptaymg computer games while 
listening to a soundtrack on 
ca^»tte The result was supposed 
to be a now cype of experience ^ 
you joined Ian Duryn ]on Pertwee 
and Frankie Howerd in a story sel 
In 1994 anda Inghtening world of 
the DefecL Police, 

The game involves you using 
your computer cursor to animate 
celts in the ccH producer '^^d the 
jpeck or life knowledge in the 
memory bank, warm sluggish eggs 
in the belle bank, gufdt che life 
forced to the egg in the beau bank, 
keep the catoon throbbing in the 
IncubaCor, all before controFfing 
your own bjrth! Then you must 
deflect the psychic probes oF [he 
Defect Police tn the Interrogation 
tank before losing your innocence 
to the lover and getting your 
performance judged as a per- 
centage. 



Title; 
Computer: 
Supplier: 
Price: 



Deus Ex Machina 
MSX 
Nu Wave 
£8.95 







In part two you gain power 
after havtng survived the pitfalls of 
the life a^ a soMher. Now you can 
Stamp on 'words of corruption' 
and "leap over nobler sentiment's 
(sleeve notes!)- finally, you must 
prolong your Jife as long as possible 
by dispersing blood clots and 
propTwng up your failing heartbeat. 
Eventually you d^e- but "y^u tan 
begin your litde Irfe i\\ Over again"! 

These pathetic images in this 
game are accompanied by two 
sides of audio gibberish that try to 
mask the gz^me's appalling game- 

This new expenence, now re- 
released under CRL's weirdo Nu 
Wave label, is surely now en its last 
egs Its old. dull, expensive, 
bonngn pretentious crud and has 
now |omed all the other duffers 
that have been bunged out on the 
poor old MSX- Some duffers are 
so bad that Chey re atmosi 
collector'^ rtem£. ih\i one's just 
bad. 

Ibny Hctherington 
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^^•X*; Title; Police CadetV.NV 

>J»V Computer: C64 
Supplier: Midas 

£8.95 



■ 



•.•• 



• ■ « 



get 
innoceni 



'.V 

v.;. Price: 

Ever wanted to patrol the streets gunning down 

of New York with the cli/'s finest? penalised lor 

Well here's your chance as you sign bystanders. 

on at the Police Academy. The criminlTE or targets are th^ 

The course consists of four onts that ant carrying guni and 

teiti or semesters that can be you must ^oot them as they 

completed at live different skill appear in the subway, steal (hings 

levels in w^jVtt^H^|||U^ from the Chelve$ of »^ super- 

hoodlunft causing troSwe m tht snArkel, appear at the ^dows of 

city- Arresting of course means a house in a shoot-ob^nd finally 
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* < Originality 
t i Impact 
t I Gameplay 
|(X-Faclor 

/.OVERALL 
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40% 
35% 

30% 

35% 

35% 

.WW 



are caught m your stfKhiight on 
night duty. ^ 

A police academ^Js an ideal 
setting for a computer game but 
surely more could have been made 
of such a strong theme instead ol 
a shoot it, don't shoot H decision 
makrng of this game that isn't 
helped by n's sub-standard blocky 
graphics. 




X Title: 
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>> Title: Gun Law 

X* Computer: Atari 800 
;X Supplier: Mastertronic >I%%;>;% 

£1.99 



Henry's Hoard 
*«* Computer: Spectrum 
•I* Supplier: Alternative Software !»%V.' 
.•-Price: £L99 ««* 



* 4 







e game nartilftllt end of 
four months spent lighting 
aliens, wlien you find yourself 
left to battle it out alone — 
everyone else is dead or gone — 
pn aji culdown Commando/Who 
Dares Wins clone of a game- 

You escaped from the alt^Mk 
on the weapon store and are fefc 
with a single machine gun and live 
levels of alien cl|fences to battle 

Each level coTSits of a series 

of scroHirtg scr^en^lf treeSn rocks, 
houses and fences — which give 
cover from alien fire. Unforlkjn- 
ately, hrding doesn't work as more 
and more human shaped aliens 
appear on screen, sometimes ai 
many as six! 

Ybu can fir^ your gun and move 
in only four directions, which 
usually means that you have to 
walk in front of an alien to have 
any chance of shootrng him, which 
15, of coursen extremely hazardous. 
The game has th^ atmosphere, 

of Com- 
mjndo — btrt a pcNJRiCin's ver- 
sion. A machine with Uwcapabili- 
ties of the AEah surely deserves 
Iter ihan^lk, JH 



* 

« 



« * * 



*-* • 




The ukimate creaiw% ^" oic 
Golden Hoard a rumoured to be 
hidden somevi+s^e deep withm 
Bloodgore CaslwAs a particularly 
greedy gnome, Hrnr, ks naturally 
^een to get his sticky little claws 
^^ it_ In order to do this, he must 
nr« cross some fifcy rooms 
collecting over [wo hund 
treasures en route. 

Starting off in his own ha 
by no means a particularfy (riendy 
place in itself, Henry must encoun- 
ter some pretty mffBn ch^lrves and 
elves if kK ts to succeed in his 
quest. Some areas of the castle are 
so m»an, that the programmers 
df-onlcd It necessary to supple- 
m^ the Initial supply of five lives 




as soon as Henry reaches tmHT" 
The objects to be collccicd incl«l^^ 
swords and axes, usually three or 
four on each screen. 

jHenry's Hoard es a very Ordin-. 

platform game- Nothrng more 

^ffFCult than leltn rrght and jun^j} 

,o contend sv^th. Graphics 'ilMt 

all — Hanic Mfner sized. What 

'more Is there to say? GRH 

• • • • • •_• •_»_*i_»7^C»_ 
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Originality 


30% •* 


Impact 


35% \ 


Gameplay 


40% •.■ 


X-Factqr 


35% •^ 


OVERALL 


•5' 

35% -5 
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# Impact 
*' Originality 
^' Gameplay 
^' X-Factor 


45% • 

30% • 

25% • 
20% • 


•: OVERALL 
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Super Robin Hood*; 



• 



« * r~m * * * • 
.; Title: 

I; Computer: Amstrad CPC 

I- Supplier: Code Masters 

:; Price: £1.99 
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I thought I'd never ue another lirlng. All chisft ^ 



thought rd never i«e 
game like this again. The da^k: 2D 
Ladders and ramps, screflrt to 
screen scenario, k has been done 
to death But Code Masters has 
been grave robtong again. 

Sarcasm aside. Super Robin 

Hood is a standard example of che 

sort ol giUn« that three or foLir 

years ago was appearing al lull 

and has been produced ad 

;um by che chcapie brigade 

since. Now even they have 

jn out of kfeas- So it was with 

■"some tnlerest thac I started (o set 

This type of game it ^UrvHar to 
all but cfie newest game p^aye^s_ A 



lirlng- All this ft in order to figH^'J 
your way throtJBh the evil Sheriff 
of Nottingham's cattle. 

The game's graphics are very 
good and the mowing objects lar:gc 
and colourlul. The music is.^he 
u^uaL rubbishy ituff that c^es 
with this sort ol game^ altf 
mercllully it can be turned 

The big gimmick on this 
is digitised speech^ Howevei 
Amstrad Sound generator 
very good and the program netfds 
to put the wcrds on screen toofer 
you to stand any chance of under- 
standing them Again, this ^Mftty 
can be removed. 

On the whole this n th* ^ort 
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•: Title: 



P_t 



SAS Assault Course •: 



* 

i 




screen Is presented ^ih te^cls that of game iha^rou take of leave a; 

are connected by lifts. Ladders, and you ^ee fit. IM probably leave it, 
^v-alkways — both sraUbnary and rhough ihere^ a hardened core of 
ring. Ob|ect? need to be players who itill chink that Miner 
:qurred and nasties avoided. Exits 2049er — or (ts rip-olf. Manic 
Hher screens are sometimes .^Mner — iS Still srate of the art 
(edr The object of the game^^' TH 

either lo collect a ceriairt^-^^^-^- -_-^-^-^-.---jl|^j 
number of objects or gel to a ■SCORELINE 
room. 4 

\n this case il Is the latter - -'T^ i> 
you play Robin Hood who is ,^^'fi'"^ ^^/ 
attempting to rescue the lady of ^^^I^^Pl^/ 

his dfeams - Maid Marian. You •T'^Vro A 
tnow around In all the usual wa/s^ • OVERALL 
runnings jumpin£» crpuching and ■'#'#'»%"•%%"♦' 



y Computer: Amstrad 
>I* Supplier: Atlantis 
;•; Price: £2,99 



35%; 



I don't think any greater insult 
could bejieak to the particutar 
regiment that this game as named 
after than thi^ game- 
Atlantis' games are usually bad, 
I can't recall any game of theirs 
t FS particularly merrtarabk 9nd 
has got to be one of the worst 
ever produced. 

The 4dea of the game is to 
compwte an SAS assault course in 
ai short a time as possible. What 



» » 



* 4 







The gameplay consists of a set 
of obstacles you have to man- 
oeuvre ypur way past by jumping, 
crawling^ climbing, swingings eK, 
and then |tffnp ofl the end "mu 
thengo onto the next scrcc^n, and 
Che r»Kt. and *e next 

As I said earfier, the game is 
little more than an eictrem^Ty 
simple ladders and ramp^ game, 
with crude boring graphics and no 
monsters- The price ds a pound 



%' 




ths actually means is that there are higher than Mastertronic and Code 

' ■ ' ' Masters, but I can't s4« hov^ it js 

justified, given the extremely low 
qualky of the game Usually, no 
mait^ how bad a game is, I can 
see H»E section or faction of thg 



an easy 22 screen ladders and 
ramps lo negtjtiate in a^ame that 

use5 the SAS name in a blatant 
attempt to hype a poor game 



The trouble is that you need a 
real game to start with and this games playmg 
one cannot by any stretch of the like it. For once. 



world thac would 
I can think of 



imagination be considered as much nobody who would want to pay 

more than the sort ol thing you good^JB^/ (or such rubbjsh 



I 



would type in Irom a lesser maga- 
uld probably turn it 




line — we 
down! 

Theg 
Icon con 
on a cu 



is laughingly termed 
led. Again, cashing ^( 
t vogue ish label- Thi 
actual system used is awkward and 
merely reduces the. amount ol 
screen you have to nvove around. 




SCORELINE 

Impact 
Originality 
Gameplay 
X- Factor 

OVERALL 
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15%' 

10%; 



X Title: 



^^?;! 



. ■ ■ p. T* • * • • * 
League Challenge »*« 



4% Computer: Spectrum 
*•* Supplier: Atlantis 

£1.99 



,V Price; 



* » « 



# * » 




Guide ™ff/avQurft%_Mam to the 
League VP^^P <tou^ h the chal- 
lenge maoe from this budget clone 
of ihe classic FootbjW Homager. 

Before each maichTOM must 
pick yoi^ C<!^ Irom yciui^^squad ^'*-a-»^»*'»'»' 
fpJayera^youcdp)in^fllweby /SCOREUNE 

epting ft^ transfer offers made 

you Each player has a skill 
faccpf and a fitness level thai 
reduces everytlme he plays a game. 




Unlortunately th< 
graphics and snailpaqe glrlEBpfay 
destroy thts game s attempt to 
challenge F^^d:)all Manager even at 
a fraction ol^e price. AH 
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in Raiders of the 
Houses of Parliament 



by ANDREW 
CLARKE 




THE GAME 

Now [hes rs a game aboul A 
guy called Fawkes who tncs 
lo blow up the Houses of 
Parliamen- The thing is, 
G\jy Fawkes ended up on 
the rack and then got 
thrown on the ftre This 
game ts based on hts little 
known brother called Roy, 



who decided to try to 
succeed where his brother 
did not. 

As Roy you must u^e a 
loysCick in Port Two. You 
;an run left and right and 
duck and leap up EO hold 
onto the ceiljng. This is 
essential because iirrows 
unceasingly fire your way. 

First run down the four 
secret passages to the 
barrels of gunpowder Once 
collected you must carry 
them back to the left of the 
screen where you arc 
trnnsported to the next 
passage down. On the fast 



passage you are taken co 

Level Two. 

Here are the cellars of 

the Houses of Parljamenc. 

With the bombs yO'J ^ia« 
created with che gunpowder 

you must turn, leap and 
duck to the markers on the 
right of the screen. Once 
there a bomb will be wt and 
lit Again run to the teft of 
the screen to go down to 
the ne?ct passage 

When four bombs have 
been set you must go to the 
fifth passage and run for the 
exit — then watch as the 
Houses of Parliament go up 



On this Level you have a 
time limit. Fall and you get 
the guards fire a cannon at 
you — it's quite fun to 
purposely run out of time 
|u5t ro see ihisi 

LOADING 

Part One contains ihe 
sprite data. Pare Two is the 
game program When 
LOADed and RUN sprites 
Will be loaded into the 
memory by Pan One 
When It IS finished NEW it 
and LOAD and RUN Part 
Two 



I 



I 




1 
2 
3 
4 
5 
6 
7 



REM"" HOY FAWKES IN 
REM**' RAIDERS OF THE 
REM*-* HOUSES OF PARLIAMENT 
REM*** ' BY 
REM"* ANDREW CLARKE 
REM"' PART ONE: DATA 



8 GOSUB100:FORS-a30TO2S0:FORT-0TO62 

10 READW:P0KES*ft4+T,W:NEXT:NEXT 

12 GOTO150 

100 PRlrTT' ICLR) " iPOKE532S0 ,D :P0KE532ai , 



PRINT" (RED) 
PRINT" (RED) 



102 

104 

D) I 

106 PPrNT"(HED) 

S) (OFF) IREDl I 

lOB PRINT"(RED) 

ED) ' 1 

110 PRINT"{RED) 



KYELl (RVS)r 
1 (LRED) (RVS) 
I (ORNG) (RVSl 
I (BRN) IRVS) 



-^(0??) IRE 

(OFF) (RV 

lOFF) (R 



^(OFF) 



(R 




HS 



=^=?=^ 



T 



VS)'' ^tOFF) <RVSJ^{0FF1 fRVS)'^(OFFt (RED) 

I 

112 PfilNTMRED) I (YEL) (HVS) (OFF)-^<RVS) 

^(OFF) (HVS) (OFF) (HVS) lOFF) iRVS) (O 

FF) iRVS) (OFF) (RED) I 

114 PRiNT'(RED) I (LRED) IHVSl (OFFJ ''IRVS 

) "^COFF) ^tRVS) (OFF)r '^{HVS) lOFFMRED 

J ^ 

116 PRINT' [RED} ' ^(ORNGttRVSj [OFF) 

(RVSJ tOFFl (RED! I 
118 PRINT"(RED) l(BRN)(RVS) '^(OFF) 
-^(RVS) iOFF)r(REDl I 
IZO PRINT" rREDl I {YEL) (RVS) iOFFl 

iRED) ' f 

122 PRINT'IRED) ULREDMRVSt 



(OFF J 

^(OF 

[OFF 



(RVS)^ -^(OFF) (RVSJ'-tOFF) (RyS) 

Fl fRVS)r(OFF) (RVS)r (OFF) {RVS)'" ' 
) (HVS)r ^(OFF) (RED) 1 

124 PRlNT"(REDt i [ORNGl (HVS) (OFF] 

(RVS) [OFF) (RVSl (OFF) [RVSl fOFF} 
(RVS) [OFF) (RVS) r (OFF)r (RVS) (OFF) 
IRVS) (OFF) (RED) I 
126 PRINT "(RED) l(BRW)[RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS)^ ^(OFF) 

(OFF) (RVS) (OFF) 

I 

KYEL) (RVS) (OFF) 

(OFF) [RVS) r (OFF) (R 
(OFF)'^(RVS) '^(OFFl {RV 



[RVS) (OFF) {R'JS) 
-^(RVS) 1[0FF) (RED) 

12B PRINT " [RED) 
(RVS) (OFF) (RVS) 

VS) -^ (OFF) (RVS) 



S) (OFF) ,(RV3) (OFF)(RED]l 

130 PR1NT"[RED> Mt-RED)-^ '^ r -^(RVS 

) (OFF)F ^(RVS) (OFF)r "^ "^(RVS) (OFF) ''( 

RVS) (OFF)r -"(RVS) (OFF)rtRED) I 

132 PR1NT"(RED) ' 



134 PRINTMHOME) (DOWN) (DOWN) [DOWN) (DOWN) 

(D0WN)"[DOWN) IRGHT) (RGHT) 1RGHT) (RGKT) (RGH 

T) (RGHT) (RGHT) [RGIH') (RGHT) [RGHT) (RGHT) [R 

GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

(RGHT) (RGHT) [LRED)BY (YEL)ANDREW CLARKE'' 

136 PHINr-(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
[RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) [RGH 
T) (RGHT) (RGHT) (RGHT) (RGHT) [RGHT) (RGHT) (R 
GHT) (RGHT) (LRED) ( (YEL) C(LRED) ) (YEL) 1996 

hi 

137 PRINT' (HOKE) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) [DOWN) (DOWN) (DOW 
N) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (R 
GHT) [RGHT) [RGm*) (RGHT) [RGHT) IRGffT) (YEU t 
BROTHER OF GUY) " 

138 PRINT"<H0HE) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW 
N) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (D 
OWN) (DOWN) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGKTl (RGHT) (RGHT) (RGHT) (YEL) IN" 



140 PRINT" (RGHT) (RGHT) (RGlfT) {RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) [RGHT) (YEDRftlDERS OF 
THE" 

142 PRINT'MRGHT) (RGHT) (RGHT] (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (YEL) HOUSES OF P 
AHLIAMENT" 
144 RETURN 

150 PRINT" (CLR) (DOWN) (DOWN) [DOWN) (DOWN) ( 
DOWN) (DOWN) (DOWN) (DOWNl (RGHT) (RGHT) (RGHT 
) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) [RGHT) DAT 
A IS NOW IN MEMORY" 

152 PHI^r^"tDOWN) (RGHT) (RGHT) (RGHT) [RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) [RGHT) NOW NEW TH 
IS PART AND LOAD AND" 

154 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) [RGHT) [RGHT) (RGHT) (RGHT) RUN PART T 

WO •• 

156 END 

Z999S REM ALL SPRITE DATA IS HERE 

30000 REM ■" RF RIGHT/STILL 

30001 DATAO, 32. 0-0. 168,0.0 
30003 DATA169,0,3. 170,0. 0,172 

30003 DATAO, 0,191. 0,0, 353, U 

30004 DATA0,4a, 0.0. 164.0,2 

30005 DfiTAl0O,O,2,lS3,192,2,191 

30006 DATAQ, 2. 140,0.2,149,0 

30007 DATA2, 148, 0,2h 169.0,0 
30000 DATA160. 0,0, 128,0,0,120 

30009 DATA0,0, 123,0, Oh 160,0 

30010 REM *■* RF RIGHT/WALK 1 

30011 DATAO.32,0. 0.165, 0,0 

30012 DATA16B.0,2,170,0.0,172 

30013 DATAD,D. 191,0.0,252.0 

30014 DATft0,4S.0H0,164,0,2 

30015 DATA190. 0,10. 124,0.43.95 
300JF6 DATAO, 175, 97, 192,160,04,0 
30ei7 DATA12B,94.0.0,i6a,0.0 

30016 DATA16e,0,2, 130.0. 10,3 

30019 DATA160, 0.0, 128,2,0,0 

30020 REM -" RF RlGHT/WALK 2 

30021 DATAD.32,0,0,168.0.0 

30022 DATA168h0h2, 170,0,0,172 

30023 DATAO, 0.191, 0,0, 252,0 



X 



^s 



::^=: 



^-^- ^- 



a 



30024 

30025 

30026 

30027 

30028 

30029 

30030 

30031 

30032 

30033 

30034 

30035 

30036 

30037 

30038 

30039 

30040 

30041 

30042 

30043 

30044 

30045 

30046 

30047 

3004S 

30049 

30050 

30051 

30052 

30053 

30054 

30055 

30056 

30057 

30058 

30059 

30060 

30061 

30062 

30063 

30064 

30065 

30066 

30067 

30068 

30069 

30070 

30071 

30072 

30073 

30074 

30075 

30076 

30077 

30078 

30079 

30080 

30081 

30082 

30083 

30084 

30085 

30086 

30087 

30088 

300B9 

30090 

30091 

30092 

30093 

30094 

30095 

30096 

30097 

3009S 

30099 

30100 



DATAO, 48, 0,0. 164,0,2 

DATA180, 0,10,244,0,43,215 

DATA0,175,e7, 192, 160,84,0 

DATA126, 04. 0,0,168,0,0 

DATA166, 0,0,42, 0,0, 10 

DATA0,0,42,0.0.32,120 

REM -■' RF LEFT/STILL 

DATAO,32,0,0,16e.O,0 

DftTR16B,0-2,170,0,0,232 

DATA0,3, 248, 0,0, 252,0 

DATAO, 48, 0,0. 104,0,0 

DATA122, 0,15, 122. 0,3. 250 

DATAO, 0,90,0,0,90,0 

DATAO ,90,0,0, 170 ,0.0 

DATA40, 0,0,8,0. 0,8 

DATAO, 0,8, 0,0, 40,0 

REM "- RF LEFT/WALK 1 

DATAO, 32, 0,0, 166, 0,0 

DRTA16e,0,2,170,0,0,232 

DATA0,3, 240. 0,0,252,0 

DATAO,48,0,0,104,0,0 

DATA122,0.0.246,128,3,215 

DATA160, 15,87, 232, 0,84, 40 

DATAO, 04, 8, 0,168,0,0 

DATA160,0,2,138,0,42,2 

DATA128,Q. 0,128,0, 2,0 

REM '■■ RF LEFT/WALK 2 

DATAO, 32, 0,0, 168,0,0 

DATA168,0,2,170,0,0,232 

DATAO, 3. 246. 0,0, 252.0 

DATA0,4a, 0,0, 104,0,0 

DATA122,0,0,126,128,3,95 

DATA160,15.e7,232,0,a4,40 

DATA0,S4, 8,0, 168,0,0 

DATA168,0,2h 160,0,2, 128 

DATAD. 2, 160,0,8,32,0 

HEM '" RF KO'D 

DATA65, 17.4, 0,0,0,4 

DATA32,64,64, 168,4,0, 168 

DATAO, 2, 170,0,16,184,16 

DATAO , 25 2 , , 48 , 25 2 , 48 , 6 

DATA48,240,15,155,192,3,103 

DATAO, 2, 06, 0,2, 86,0 

DATA2,86,0,2,86,0,10 

DATA8S, 128,138,170,136. 138, 170 

DATA136,170,170, 168, 170,170,168 

REM -" RF RIGHT/DOWN 

DATA0,0, 0,0, 0,0,0 

DATAO, 0,0,0,0,0,0 

DATAO,0,0,0,0,0,0 

DATAO, 0,0,0,0, 0,0 

DATAO,0,0,0,0,0,0 

DATA32,0,0,16e,0,0, 168 

DATAO, 2. 170, 0,0, 172,2 

DATA170, 191. 170, 170,252,170,173 

DATA192,13B,159,64,138,87,252 

REM '" RF RIGHT/UP 

DATA8 , 48 , 10 , 42 , 48 , 2 , 42 

DATA4e. 10 . 170, 176 , 40 ,43 , 48 

DATA160,47,241,160,63,117,128 

DATA14. 245, 128,10,213,0,2 

DRTai48,0,2, 120,0,2, 128 

DATAO, 2. 128, 0,2, 128,0 

DATA2, 126,0,2, 128,0,0 

DATAO ,0,0,0,0.0,0 

DATAO ,0,0,0,0,0,0 

REM '" HF LEFT/DOWN 

DATAO ,0,0,0,0,0,0 

DATAO ,0,0,0,0,0,0 

DATAO, 0,0,0,0,0,0 

DATAO ,0,0,0,0,0.0 

DATAO ,0,0,0,0,8,0 

DATA0,42. 0,0,42,0,0 

DATA170, 128,0,58,0,0, 254 

DATA170, 128,63, 170, 170,3.122 

DATA170. 1,246, 162. 63, 213. 162 
REM '" RF l£FT/UP 



30101 

30102 

30103 

30104 

30105 

30106 

30107 

30108 

30109 

301'10 

30111 

30112 

30113 

30114 

30115 

30116 

30117 

30118 

30119 

30120 

30121 

30122 

30123 

30124 

30125 

30126 

30127 

30128 

30129 

30130 

30131 

30132 

30133 

30134 

30135 

30136 

30137 

30139 

30139 

30140 

30141 

30142 

30143 

30144 

30145 

30146 

30147 

30148 

30149 

30150 

30151 

30152 

30153 

30154 

30155 

30156 

30157 

30158 

30159 

30160 

30161 

30162 

3016^ 

30164 

30165 

30166 

30167 

3016B 

30169 

3017O 

30171 

30172 

30173 

30174 

30175 

30176 

30177 



DATA160,12,32, 120,12, 160,160 

DATA12, 168,40,14, 170,10, 12 

DATA232,10,79,248,2,92,252 

DATA2,95, 176,0,87. 160,0 

DATA22, 128,0,2,128,0,2 

DATA128,0.2, 128,0,2, 126 

DATA0,2, 128.0,2, 126,0 

DATAO, 0,0, 0,0, 0,0 

DATAO, 0.0, 0,0, 0,0 

REM "" CANNON 

DATAO, 0,0. 0.0, 0.0 

DATAO, 0,0, 0,0, 0,0 

DATAO. 0,0, 0,0, 0,0 

DATAO, 0,0, 0.0. 0,117 

DATA2J5.68,117,215,e4, 117,215 

DATA80, 118. 171,64, 2, 170,0 

DATA2,170, 128,2,170. 160,2 

DATA170,170,3.170,ia6,12,192 

DATA204,12.192.204,3.0.48 

REM ••* EX * 1 

DATAO, 0,0, 0,0, 0,0 

DATAO, 0,0,32. 0,16,0 

DATA16,4,32,64,129,1,8 

DATA32,0,32,0, 100,0, 16 

DATA2, 16, 4, 16.64,72,100 

DATA132,4,16,64,18,2,16 

DATAO, 100. 0,32, 0.32, 129 

DATA1,B,4,32.64.16,0 

DATA16. 0,32, 0,0. 0,0 

REM ••* EX # 2 

DATAO ,0,0,0,0,0,0 

DATAO, 0,64, 32, 4, 0,0 

DATAO, 0,32, 0,129, 17,8 

DATAe,60, 128,24,32, 144,0 

DATAO, 0,18, 34, 16, 136,136 

DATA136, 16,34,16,0,0,0 

DATA24,32,144,S,6e,120.129 

DATA17,8, 0,32,0,0,0 

DATAO, 64, 32, 4, 0,0,0 

REM '"■ EX # 3 

DATAO, 0,0, 0,0, 0,0 

DATAO, 0,0, 32, 0,33, 33 

DATA32, 6, 136,128, 17, 1, 16 

DATA0, 16, 126,40,0, 160.9 

DATA33, 126, 16, 0,16, 160,136 

DATA40 , 16 , 0, 16 , 9 , 33, 126 

DATA40,0, 160,8,16, 12B, 17 

DATAl, 16,8, 136, 128,33,33 

DATA32, 0,32, 0,0, 0,0 

REM "• EX * 4 

DATAO, 0,0, 0,0,0,0 

DATA0,0,0,0,0,4,16 

DATA64 ,32,0,32,0,32,0 

DATA64,0,4,2,2,0,0 

DATAO, 0,0, 0,0, 136,0 

DATA136.0,0,0,0,0,0 

DATA2, 2. 0,64, 0,4,0 

DATA32,0,32,0.32,4.16 

DATA64,O,O,O,O,O,0 

REM '■' GUNPOWDER BARREL 

DATAO, 46, 0,0, 220, 0,3 

DATA07,O,13,85, 192, 13,85 

DATA192, 11,223.126,42,186,160 

DATA58,170, 176,174, 170,232,171 

DATA239, 166,234, 1B6 , 172, 106, 170 

DATA184. 174, 170.232,171,239,168 

DATA42, 186,160, 42, 170,160.10 

DATA170, 128, 14,170,192,3,239 

DATAO, 0.48,0,0, 0,0 

REM "■ BOMB 

DATAO, 68, 0,1, 17, 0,7 

DATAU9 , 64, 16 , 16 , 16 , 1 , 17 

DATAO. 16, 48, 16, 0,48,0 

DATA0,32, 0,2, 170,0, 10 

DATA170, 126,10,170, 128, 10,170 

DATA128,10, 170, 128.2.170,0 

DATAO, 168, 0,0, 0,0,0 



■"T- 



I 
I 




30178 
30179 
30180 
30191 
30102 
30183 
301Q4 
30185 
30186 
30187 
30188 
30109 
30190 
30191 
30192 
30193 
30194 
30195 
30196 
30197 
30198 
30199 
30200 
30201 
30202 
30203 
30204 
30303 
3C206 
30207 
30208 
30209 



DATAO , . 
DATAO . . 
REM *" 
DATA2.0, 
DATAO . , 
DATAO . 4 , 
DATAO, 0, 
DATAO , . 
DATAO , , 
DATAO , , 
DATAO , , 
DATAO . . 
REM '" 
DATAO . . 
DATAO , , 
DATAO, 0, 
DATAO , . 
DATAO. 0, 
DATAO , . 
DATA2 , , 
DATAO , . 
DATAO , 4 . 
REH '"" 
DATAO , , 
DATAO , , 
DATAO . , 
DATAO . . 
DATA16.0 
DATAO . , 
DATAO, 16 
DATAO , , 
DATAO, a. 



0,0,0,0,0 

0,0,0,0,0 

SPEAR TOP 

0,4,0,0,12 

63,255.255,12,0 

0,0,2,0,0 

0,0,0,0,0 

0,0,0,0,0 

0.0,0,0,0 

0,0,0,0,0 

0,0,0,0,0 

0,0,0,0,0 

SPEAR BOTTOM 

0,0,0,0,0 

0.0.0,0,0 

0,0,0,0,0 

OhOhO,0,0 

0,0,0,0,0 

0,0,0,0,0 

0,4,0,0,12 

63h255, 255, 12,0 

0,0,2,0,0 

CANNON BALL 

O,O,O,0hO 

OhOhO,0,0 

0,0,0.0,0 

0.0,0,0,0 

,0,56,0.0,124 

124,0,0,56hO 

,0.0,0,0,0 

0,0,0,0,0 

0,0,0,0,0 





1 

2 
3 
4 

5 
6 

7 

a 

12 
14 
16 
18 
20 
22 



REM* *>>>>>"****111t**i>i>ir(rlr:>i>ffBa«a 

REM"* ROY FAWKES IN •** 

REM"' RAIDERS OF THE **• 

REM"'* HOUSES OF PARLIAMENT '•• 
REH* * *- BY " • 

REM'" ANDREW CLARKE ••• 

REM"' PART TWO: MAIN GAME "" 
REM*"---""-*****"**-""**--" 

GOSUBIOO :FORT-lTO4000 :NEXT 

V-53248 ; GOSUB200 ; SC-0 : FL-3 ■ 

(;OSUB150:POKE2040,230:POKE2041.246 

POKE2042 . 246 ; POKE2043 . 246 

POKE2044 , 246 : P0KE2045 , 24Q 

POKEV+38,10:POKEV+37,15 

P0KEV+39,2:F0RT*V+40TOV*43:P0KET,9:NE 
XT : POKEV+44. 12 : POKEV+23 . 

24 P0KEV+l6,62:F0RT*V+2TOV+eSTEP2;POKET, 
60:NEXT;POKEV+29,0 
26 POKEV+1,76:POKEV,30;X-30 

POKEUt3,76;POKEV+5,124;GOSUB800 
P0KEV-f7 , 172 ! POKEV+9 , 220 

POKEU+ 1 , 255 r POKEV+ 1 1 , 78 : G0SUB400 
POKEV+28,31:POKEV+21.63;D-1:B-0 
MSB-0 : D-1 : Z'O : POKEV+30 , : GS-1 
JS-PEEK (56320) :GOSUB410 

IFJS-126ANDD-lTHENPOKE204O.23e 
IFJS-126ANDD-2THENPOKE2040,240 
IFJS-125ANDD-1THENPOKE2040,237 
IFJS-125AWDD-2THENPOKE2040 , 239 
IFJS-123THENX-X-5 tD-2 :GOSUB504 
IFJS-119THENX-X+5 :D-1 :GOSUB500 
IFJS-127ANDD-1THENPOKE2040,230 
IFJS-127ANDD-2THENPOKE2040,233 
lFMSB'-0ANDX>255THENX-X-255 :P0KEV+16 . ( 

PEEK(V+16)+1) :MSB-ltPOK£V,X 

54 iFMSB-lANDX<0TTENX-X*255 

EK(V+161-1) :HSB-0:POKEV,X 

56 IF(MSB-OANDX<20)ANDZ-OTHENX-20 

58 IF(MSB-OANDX<20J AND2-1THEN720 

60 IFMSB-lANDX>65THENX-65 

52 C0-PEEK(V+30) : IF tCOANDl) -1TKENGOSUB70 

0:1FDE-1TTIENDE-0:GOT014 



POKEV+16, (PE 



64 IF(MSB-0ANDZ-1]ANDX<0THEM720 

92 POKEV,X 

98 GOTO40 

100 PRINT'(CLR)":POKE53280,0:POKE53281,0 

102 PRINT" (RED) r— , 

104 PRINT" (RED) I (YEL) iRVS)F "^tOFF) IRE 

D) I 

106 PRINT" (RED) l(LREDJtRVS) (OFF) (RV 

S) (OFF) (RED) I 

108 PRINT" (RED) I (ORNG) (RVS) (OFF) (R 

ED) I . 

110 PRJNT^MRED) l (BRN) (RVS) -^(OFF) tfi 

VS)r 1{0pp) (RVS)F(OFFJ (RVS)'^(OFF) (RED) 
I 

112 PRINT"tRED) l( YEL) (RVS) <OFF)'^(RUS) 
'^(OFF) (RVS) (OFF) (RVS) (OFF) (RVS) (0 
FF) (RVS) (OFF) (RED) 1 

114 PRINT'MRED) l(LHED)fRVS) (OFF) '*[RVS 

[OFF)r -^(RVS) (OFF) (RED 



''(RVS) 



(ORNG) (RVS) tOFP) 



tBRN) (RVS) 



(OFF) 



(YEL) (RVS) (OFF) 



1 ''(OFF) 
) I 

116 PRTNT"(RED) ' 1 

(RVS) (OFF) (RED) 
118 PRINT" (RED) I 

''(RVS) (OFF)F(RED) I 
120 PRINT" (RED) 

(RED) ' — — 

122 PRINT" (RED) I (LRED) 

(RVS)r ■'(OFF) (RVS)^(OFF) 
F) (RVS)r(OFF) (RVS)' (OFF) 
) (RVS)r ^(OFF) (RED) \ 

124 PRINT"(RED] I (ORNG) (RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS) (OFF) 
(RVS) (OFF) (RVS) r (OFF)r (RVS) (OFF) 
(RVS) (OPP) (RED) I 
126 PRINT" (RED) I (BRN) (RVS) (OFF) 

(RVS) (OFF) (RVS) (OFF) (RVS)' ''(OFF) 

(OFF) (RVS) (OFF) 



(RVS) 

(RVS) 
(RVS)^ ■" 



(OFF) 
'(OF 
(OFF 



(RVS) (OFF) (RVS) 
KRVS} ''(OFF) (RED) 
126 PRINT" (RED) 

(RVS) (OFF) (RVS) 
VS) '' (OFF) (RVS) 
S) (OPP) (RVS) 

130 PRINT" (RED) 



I 



I (YEL) (RVS) 
(OFF) (RVS) w 
(OFF)^(RVS) ^ 
(OFF) (RED) i 

I (LRED) ^ 



) (OFP)r ''(HVS) (OFF)' ^ ''(RVS) 
RVS) (OFP)r i(RVS) (OFF)'(RED) I 
132 PR1NT"(RED) ' 



(OFF) 
(OFF) (R 
(OFF) (RV 

^ ' '^(RVS 
(OFF) '( 



134 PRI^^^'MHCME) (DOWN) (DOWN) (DOWN) (DOWN) 

fDOWN) (DOWN) (R(3HT) (RGHT) (RGHT) (RGHT) (RGH 

T) (RGKT) (RGHT) (RGHT) (RGKT) (RGHT) (RGHT) (R 

GHT) (RGHT) (RGHT) (RGIH") (RGHT) (RGHT) (RGHT) 

(RGHT) (RGHT) (LRED)QY (YEL)ANDREtf CLARKE" 

136 PRINT" (RGHT) (RGHT) (RGKT) (RGHT) (RGHT) 

(RGHT) (RGITT) (RGHT) (RGHT) (RGHT) (RGHT] (RGH 

T) (RGHT) (RGHT) (RGHT) (RGm") (RGHT) (RGHT) (R 

GKT) (RGKT) (LRED) ( (YEL) C( LRED) ) (YEL) 1986 

137 PRINT'^(HOME) (DOWN) (DOWN) (DOWN) (DOVm) 
(DOWN] (DOWN) [DOWN] (DOWN) (DOWN) (DOWN) (DOW 

N) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (R 
GHT) (RGHT) (RGHT) (RGHT) (RGHT] (RGHT) (YEL) ( 
BROTHER OF-GLIY) " 

138 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW 
N) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (D 
OWN) (DOWN) (RGHT) (RGHT) (RGHT) (RGKT) (RGHT) 
(RGHT) (RGHT) (RGKT) (RGHT) (YEL) IN" 

140 PRINT" (RGKT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (YEL) RAIDERS OF 
THE^' 

142 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (YEL) HOUSES OF P 
ARLIAHENT" 

144 RETURN 

150 PRINT'(CLR)"j:POKE53280,0:POKE532Sl. 


152 FORT-1T04 





154 PRINT" [RVS) (BLU) 



156 PRINT" (UPJ 
I I I I I M I M I 1 M 



IRVS) (BLUl 
f f f M M 1 



156 PRINT" fUP) (RVS) (BLU) 




A" 



160 PHINT'^(DOWN) "iNZXT 

162 F0RT-1994T03023 

164 POKET,242:POKET+54272-6:NEXT 

166 RETURN 

200 PRlNT"rCLR) (DOWN) tRGHT) [RGHT) (RGHT) ( 

RGHT) [RGirr} tRGHT) (RGHT) (RGHT) (RGHT) (RGHT 

) (YEL)ROY FAWKES" 

202 PRENT-(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (LGRN)""^^ 

(DOWN) ■' 

204 PRINT" <RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(YEL)YOUR (LRED)BROTHER FAILED OH HOVEMB 
EH 5" 
206 PRINT"SO YOU -(YEL)ROY FAWKES (LRED)- 

MUST TRY TO BLOW UP" 
20a PRINT'THE HOUSES OF PRRLI AMEMT. " 
210 PRINT" (DOWN) (YEL) (RGHT) (RGHT) (RGHT) ( 
RGHT) (RGITDFIRST (LRED)YOU MUST RUN DOWN 

FOUR SECRET" 

213 PRINT" (UP) PASSAGES AND RETRIEVE THE 
DRUMS OF 6UN-" 

214 PRINT"POWDER TO MAKE YOUR BOMB." 
216 PRINT" (DCWN) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (YEL) DUCK (LRED)Ofi (VEL) JUMP f LRED) 

THE ARROWS THAT COME" 

210 PRirrr"YOUR way," 

220 PRINT" (DOWN) (YEL) (RGHT) (RGHT) (RGHT) ( 
RGHT) (RGHDTHEH (LRED)TOTHE (YEL) HOUSES 

OF PARLIAMENT'S" 
222 PRINT"CELLARS(LRED) AND PLANT THE BO 
MB. AVOID THE" 



224 PRINT"CANNON EALLS AND ARROWS TO ESC 

APE AND" 

226 PRINT"CHANGE THE COURSE OF HISTORY," 

228 PRINT" (DOTOJ) (DOWN) (RGHTl (RGHT) (RGHT) 

(RGHT) (RGHT) (YEL) (RVSJ PRESS FIRE BUTTON 

TO PLAY" 

330 PRINT- (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

(LGRN) (RVS) JOYSTICK IN PORT TWO PLEASE" 

232 1FPEEK(56320)<>111THEN232 

234 RETTiRN 

400 G-1NT(2'RND(1))+1;GOSUBQ30:GS-1 

40Z IFG-1THENFOKE2045,24B 

404 1FG-2THEKPOKE2045.249 

406 Y-110:POKEV*16, (PEEK(V+16) 0R32) :POKE 

V+10,Y 

-lOa POKEV*ai 

410 Y-Y-20 

412 IFY<OANDGS-1THENY-Y+255:POKEV+10,Y;P 

0KEV*16. (PEEK(V+16)-32) :G5-0 

414 IFY<0ANDGS-OTHENPOKEVt2l, [PEEK(V*21) 

-32) :GOSUB400 

416 POKEV*10,Y:RETURN 

500 IFPEEKt2040)-231THENPOKE2040,232;RET 

URN 

502 

504 

URN 

506 

700 



(PEEK(V+2110R32) :RETURN 



POKE2040 , 231 : RETURN 

IFPEEK ( 2040) -234THENPOKE2040 , 235 : RET 



POKE2040 , 234 : RETURN 

lFtCOAND2)-2THENPOKEV+21,61.:SC-SC+10 
00 :POKEV+30 . 1 Z-l iGOSUBa20 : RETURN 
702 IF(COAND4)*-4THENPOKEV+21,57:SC-SC+10 
00 tPOKEV+30 , : Z-1 ; GOSUBa20 : RETURN 
704 lF(COANDe)-eTHEHPOKEV+21,49:SC-SC*lO 

00 iP0KEU*30. 0:2-1 lGOSUB820 : RETURN 

706 IFECOAND16)-l6THENPOKEV+21,33:SC-SC+ 

1000 :POKEV+30,0iE-l:GOSUBB20: RETURN 

708 1F(COAND32)-32THENPOKE2040,236:FL-FL 

-1 :GOSUB810 :GOSUB900 : DE-l : RETURN 

710 RETURN 

720 B-fl+l:Z-0;POKEVtl6,62 

722 IFB-lTHENP0KEV+l,124'POKEVtll, 126 :PQ 

KEV,20 



724 lFB-2THENP0KEV+l,172:P0KEV+ll,174rPO 
KEV . 20 

726 IFB'-3THENPOKEV + 1,220:POKEV+11,222;PO 
KEV, 20 

725 IFB-4THENPOKEVt21,0rf3OTO1000 
730 GOTOae 

799 REM ■" SOUND ROUTINES 

eOD FORC-54272T054296:POKEC,0:NZXT 

S02 VO-54296:AT-54277:WR-54276 

a04 SU-5427e;HF-54273;LF-54272 

606 P0KEAT,32iP0KESU.255:P0KEWA,65 

a08 P0KELF+3,Q:RETURN 

809 REM *-* DEFEAT WHISTLE 

810 POKEWA,65:POKEVOa5 
012 FORT-S^STOOSTEP-l 

814 POKEHF.T:NEXT:GOSUBeOO:RETURN 
S19 REM ••' VICTORY WHISTLE 

eaO P0KEWA,65:P0KEVO, 15 
622 FORT-0TO255 

824 POKEHF,T:NEXT:GOSUBeOO:RETUfiN 

829 REM '■" ARROW FIRED NOISE 

830 POKEWA,129;POKEVO,i5 

832 POKEHF,70rFOHT-lTO10:NEXT 
834 GOSUBeoOi RETURN 

639 REM "- EXPLOSION 

640 POKEWA,129iPOKEVO,15 
842 POKEHF,T-240:RETURN 

849 REM ■■« CANNON FIRE 

850 POKEWfi.l29:P0KEV0,15 
S52 POKEHF , 3 ! RETURN 

900 POKEV+21.0 
902 PRINT" (CLRJ " 

904 PRINT" (DOWN) (DOWN) (RGHT) IRGHT) fRGHT) 
(RGHT) tRGHT) (RGHT) tWITDHARD LUCK ROY FAW 
KES! ! ! ! " 

906 PRIST" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT) 

(RGHT) (RGHT) (LRED)yOLf HAVE A SCORE OFtYE 
L)"jSC;"P0INT3" 
908 IFFL<-0THEN920 
910 PRJNT'(DOWN) (RGHT) (RGHT) [RGHT) (RGHT) 

(RGITT) (RGHT) (LGRN)FOR ANOTHER INFAMOUS A 
TTEMPT" 
912 PRINT" (RGHT) (RGHT) (RGHT] (RGHT) (RGHTJ 

(RGHT) (LBLU) (RVS) PRESS FIRE" 

914 IFPEEK(5e320)<>lllTHEN9l4 

916 RETURN 

920 PRINT" (DOWN) (DOWN) (RGHT) (RGHT] (RGHT) 

(RGHT) (RGHT) (RGHT) (WHT)AND YOU ARE OUT 
F LIVES! ! I ! " 

922 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) {RGKT) 

(RGHT) (RGHT) (WHT) (RVS) TO PLAY AGAIN PRES 

S FIRE" 

924 IFPEEK<56320)<>111THEN924 
926 CLR:fiUNa 



1000 PRlNT"tCLR)":POKE532ei,0:POKE532e0, 


1002 PRINT"(DOWN) (DOWN) (DOWN) (DOWN) (RGHT 
) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (LRED)WEL 
L DONE! ! ! ! " 

10O4 PRINT'MRGHT) (RGHT) (RGHT) (RGHT) (RGHT 
) (RGHT) (LGRN)YOU HAVE OBTAINED ENOUGH " 
1006 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT 
) (RGHT) (LGRN)GUNPOWDER TO MAKE YOUR BOMB 
S." 

1008 PRINT"(D0WN) (RGHT) (RGHT) (RGHT) (RGHT 

) IRGHT) (RGHT) (LBLU) NOW PUT THEM IN THE C 

ELLAR3 OF" 

1010 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT 

) (RGHT) (LBLU>THE (WHTJ HOUSES OF PARLiAHE 

KT (LBLU) AND" 

1012 PRINT'MRGHT) (RGHT) (RGHT) (RGHT) (RGHT 

} (RGHT) (LBLU) SAVE YOURSELF FROM THE RACK 

II 

# 

1014 PRINT" (DOWN) (DOWN) (HGHT) (RGHT) (RGHT 
) (RGHT) (RGHT) (RGHT) fLRED) SCORE -":SC 
1016 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT 
) (RGHT) (LRED)LIVES -"jFL 

1018 PRINT" (DOWN) (DOWN) (RGHT) (RGHT) (RGHT 
) (RGHT) (RGHT) (RGHT) (RVS) (WHT) PRESS FIRE 
TO PLAY" 

1020 lFPEEK(5e320)<>lllTHEN1020 

1022 GOSimi200 

1024 V-53248 : POKE2040 , 230 : GOSUB800 ; POKEV 

+30,0;B-0 

1026 POKZ2041,Z41;POKE2042,230 

1028 FORT-2O43TO2046:POKET,247:NEXT 

1O30 P0KE2047,248:P0KEV+13.162:P0KEV+15. 

62 

1032 POKEV-H6,254:POKEV+2e,l23 

1034 POKEV+40 , 9 : POKEV+41 , 7 : POKEV+46 , 7 

1035 FORT-V+42TOV+45:P0KET,S:NEXT 

1040 POKEV .30 -. POKEVH , 60 : P0KEV47 , 66 : NA-0 
1042 POKEV+2 . 90 : PQKEV+3 ,62-. POKEV+9 , 98 
1044 POKEVt4,90:POKEV+5,62:POKEV+ll,l30 
1046 F0RT-V+6T0V+1ZSTEP2:P0KET,4S:NEXT 
1048 POKEV421,7;GS-1:X-30:GOSUB1400;POKE 
V+3O,O:BN-0OO 

1050 JS-'PEEK(56320) iBN-BN-l : IFNA-OTHZNGO 
SUB1410 

1052 IFJS-126ANDD-1THENPOKE2040 , 238 

1053 IFJS-126ANDD-2THENPOKE2040,240 

1054 IFJ3-125ANDD-1THENPOKE2040,237 

1055 IFJS-125ANDD-2THENPOKE204Q,a39 

1056 1FJS-123THENX-X-5:D-2:G03UB504 
1058 IFJS-119THENX-X+5:D-1:GOSUB500 

1060 IFJS-127ANDD-1THENPOKE2040.230 

1061 IFJS-127ANDD-2THENPOKE2040,233 

1062 IFX< 20ANDZ-OTHENX-20 



T 



1064 IFX<20ANDZ-1THEH1720 

1066 IFX>255ANDNA-0THENX-2!55:GOSUB1700 

1068 IFX>255ANDNA-1THENX-X-255:P0KEV*16, 

<PEEK(V*16)OR13 :POKEV. X lWSB-3 

1070 IFHSB-3ANDX>-100THEN1SOO 

1072 C0-PEEK(V+30) ; IF [COflKDl ) -ITHENGOSUB 

1300:IFDE-lTHENDE-D:GOTO1022 

1092 POKEV,X;PRINT"(HOHE) (LRED) TIMER (YEL 

) :";BH 

1094 IFBN<-0THEN190O 

GOTO1050 

REM --- SCREEN DEUX 

PRINT" (CLR) ": ; POKE532eO , ; POKE532ei 




1096 

1199 

1200 

,0 

1202 

1204 

S) ! ] 

OFF) 

1206 

120e 

1210 



tRVS) I I I 

I I [OFF) 



rOFF) 
(RV5) 



(HV 
I I l{ 



(OFF) 



4L 



1212 
1214 



1400 
1402 
1404 
1406 



FORT-1T020 

PRINT- tGRN) 
! tOFF) IRVS) 
IRVS) 111" 

NEXT 

PRINT'^ (HOME) " ; :F0RT-1T06 

PRINT- (BLU) (RUS) 

(LBLU)OfBLU) 

PRINT" (DOWN! (DOWN) " iNEXT 

PRINT" (YEL) [HOME) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW 
H) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (D 
OWN) (RGHT) (RGHT) (RGHT) (RGITT) (PGHT) {RGKT} 
(RGHT) (RGHT) (RGHT) (RGHT} (RGHT) (RGHT) (HGH 
T) (RGHTJ (RGHT) (RGITT) (RGHT) (RGHT) {RGHT) (R 
GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) WRY 
OUT'- 

1216 RETURN 

1300 lF(C0AND12e) -12eTHENPOKE2040 , 236 :FL 
-FL-liGOSUB910;GOSUB900;DE-l; RETURN 
1302 RETIJRN 

G-INT (2'RND ( 1 ) ) +1 ; G0SUBe3(J : GS-1 

IFG-1THENPOKE2047 , 24S 

IFG-2THENPCM<E2047,249 

Y-110:POKEV+16, (PEEK(V+16) OR120) :P0 
KEV+14,Y 

1408 P0KEV*21,(PEEK(V+2110R12B) .RETURN 
1410 Y-y-20 

1412 IFY<0ANDGS-1THENY-Y*255 :POKEV-H4,Y; 
POKEV+16, (PEEK (V+16) -128) :GS-0 
1414 lF¥<0ANDeS-0THENPOKEV+21, (PEEK(V+21 
)-120) :GOSUB1400 
1416 P0KEV+14,Y:RE'n;RN 
1700 Z-1 

1702 IFPEEK(V+1)-60THENPOKEV+21, (PEEK(V+ 
2l)OHe) :SC-SC+5000 

1704 IFPEEK(V+1)-92THENP0KEV+21, (PEEK(V+ 
21)0R16) :SC-SC+5000 
1706 IFPEEK(V+1)-124THENP0KEV*21 
+21)0R32) :SC-3C+5000 
1708 1FPEEK(V+1)-156THENP0KEV+21 
+21)0R64) :SC-SC+5000 
1710 RETURN 

1720 B-B+l:Z-0:POKEV+16H254rGS-l 
1722 lFB-lTTlENPOKEV+i,92:P0KEVtl5 
EV . 20 :P0KEV+3, 94 :P0KEV+5 . 94 
1724 iFB-2THENP0K£U+l.l24:P0KEV+15.126:P 
OKEV , 20 : P0KEV*-3 , 126 : POKEV+5 . 126 
1726 IFB-3TKENP0KEVtl,15fi;POKEV+15,156:P 
OKEV,2O:POKEU*3,15e:POKEVt^5,150 
1720 IFB-4THENPOKEV*l,iee;NA-l:POKEV.Z0: 
POKEV+21,127:POKEU+3,190:POKEV+5,190 
1730 GOT01050 

POKEV+23,0:POKEV*29,0 

FORT'242T0245:FORS-2043T02046rGOSUB 



[PEEK(V 



(PEEK(V 



94;P0K 



1800 

1902 

840 

1504 

1806 

1900 

1902 
1904 



POKES, T:FORK-lTO50:NEXT: NEXT :NEXT 

POKEVO,0:GOT01950 

PRINT" (HOME) (WHT)OH DEAR MEl ! ! 1 ! 1 r 

POKEV+21 , 7 ; FORT-90TO30STEP-1 

P0KEV+2,TiPOKEV+4,T:NEXT 




I 



I 



1906 FORT-lTO5D0:NEXT:GO5UBeS0 

1900 FORT-30TO0STEP^l t P0KEV*4 ,T : NEXT 

1910 POKEV+16, 2 :P0KEV+4, 255 :POKEVO,0 

1912 F0RT-255T0XSTEP-1:P0KEV+4,T:NEXT 

1914 FORT-242TO245:GOSUB840 

1916 POKE2040,T:POKE204a.T 

1918 FORS-lTO100:NEXT;NEXT 

1920 FORT-15TO0STEP-.05:POKEVO,T:NEXT 

1922 PL-FL-liGOSUBgOOiGOTOlOaa 

1950 V-53248:POKEV+21,0:PRINT^'(CLR)'iGOS 

UBBOOiSC-SCHOOOO 

1960 PRINT^' (DOWN) (DOWN) (LGRN) SIDE-0 

N VIEW OF LONDON 

1962 PRINT^'(DdWN) (DOWN) (DOWN) (DOWN) (DOWN 

) [GRN) i.R\iS) (OFF) (RVS) ( 

OFF) (RVS) " 

1964 PRINT" (RVS) (OFF) (RVS) ( 

OFF) (RVS) (OFF) (RVS) (OFF) (RVS) - 

1966 PRINT" (RVS) (OFF) (RUS) [OFF 



(RVS) 



(OFF) (RVS) 



(WHT) T 



LflLU) HOU 



) (RVS) (OFF) 

(OFF) (RVS) " 

1968 PRINT" (RVS) 
(OFF) " 

1970 PR1KT"(RVS) 

(OFF) 
T" 

1972 PRINT-^ [LREDJYOU 

SE3 OF PARLIAMENT-^ 

1974 PRINT- (LRED) ARE- 
PRINT" HERE- 
FORT-1TO500 : NEXT : POKEV+16 , 
POKEV+1.110:POKEV.135:POKEV+23,1 
P0KEV+2S, 1 : POKE2040 , 242 : P0KEV429 , 1 
POKEV+21 , I :F0RT-242T0245 ; GOSUB840 
POKE204Q.T:FORK-lTO2OO:NEXT:NEXT 
FORT- 15 TOO STEP- - 01 ; POKEVO, T iNEXT 
POKEV+21,0jPRlNT"(CLfi)-' 
PRINT" (DOWN) (DOWN) (DOWN) (RGHT) (RGHT 

) (RGHI) (RGHT) (WITT) WELL DONE! '. ! " 

1994 PRINT-^(RGKT) (RGHT) (RGHT) (RGKT)YOU D 



1976 
1978 
19B0 
1982 
1984 
1986 
1988 
1990 
1992 



It 



ID iTiM! 

1996 PRINT" (RGHT) [RGHT) (RGHT) (RGHT) [YEL) 

SCORE: (WHT)-';SC 

2000 PRINT'(DOWN) 

) (RGHT) (RGHT) (RVS) (LRED) PRESS 

AY AGAIN, SAM'- 

2002 lFPEEK(56320)<>lll-niEN2002 

2004 CLR:RUN6 



[DtDWN) (DOWN) (RGHTJ (RGHT 

FIRE TO PL 







Just when you've parred the course 







t^¥ 



test your abilitfes :o ihe very edge of skill aRaTLfC^emencTTjcferGoard was haiM sp 
?"Wation of the year. Leaderboard Tournament djsk« added even more precision, even rnore 
in. Leadcrixjard E-ecutive Edition bnngs anodier dime cision jn e>o:itcment and graphics as 
jfO'.J fc ■■ ttr»dtraps, trees, water hazards and trough witli a gamepla/ thai'^ 
Jnghrenmg in its demands and r ealism. 



-/ 




"'^^*J'tf i+ic-3t:>ftrTiLec1 



US. GoJd Ltd., Unia 2J Hoflonl Wsy. HqKdaJ, Birrnin^am B6 7AX_ Tel 02; 356 3339 



BY EUGENE MORRIS, 



Machine code scrolling and 
sound effects make this 
fa^t action game for the 
Spectrum extra compulsive. 
In future years, the crime 
rate is such that a prison 
satellite has been constructed to 
house the Earth's criminals. 
However, after a daring revolt 
against their guards, they have 
taken to the life pods and are 
falling towards Earths Your job is 
to blast them out of the sky 
before they hit the atmosphere 
with your front and rear lasers 
in a Defender type game. Happy 
hunting. 
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.>^' 



^ j"^^ 






POKE 23658,0 
BO SUB 1O0G1 

im 7: PAPER 



0? BHRDER 0: C 



BEF.P ,0O1,P: 
4, 11; INK 4!"PRE5E 
6,9! BRIGHT 1: "C^OS 



1 

2 
3 
LS 

10 BORDER 4: CLS 
n FOR P=0 TO 40: 
NEXT P 
20 PRINT AT 
NTING" 

30 PRINT AT 
f\lC JftlLBREAK" 

40 PRINT AT B,l; INK 3="WRITTE 
N BY EUGENE MaRRIS19B6" 

41 PRINT AT 14.3; INK 3? "PRESS 
ANY KEY TO CONTINUE, " 

49 TF INKEY#=''" THEN GO TO 49 

50 CL5 : PRINT AT 0,0; INK 2!" 
TN THE YEAR 19Q9 THE WORLD'S": P 
PINT INK ?j"[:RiriE RATE ROSE PY 
1000-/.."; PRINT INK 2- "BECAUSE O 

F th:s a huge prison '' 

51 PRINT INK 2t "WAS CREATED I 
SPACE."; PRINT INK 2; "THE ONL 
WAY OUT OF THIS PRISON": PRINT 
INK 2; "IS VIA A SMALL AIR DUCT 



N 
Y 



2: "COM 



52 PRINT INK 2? " INTELLIGENCE 
SOURCES TELL US": PRINT INK 2s" 
THAT A HOARDE OF PRISONS ARE ": 
PRINT, INK 2; "GOING TO ATTEMPT fi 
N ESCAPE VIA":. PRINT INK 2;"THI 
S AIR DUCT, USING ONE HAN"; PRIN 
T INK 2; "ESCAPE PODS.". 

53 PRINT INK 2; "YOU HAVE BEEN 
ASSIGNED TD STOP": PRINT INK 2 

; "THIS ESCAPE FROM HAPPENING BY" 
i PRINT INK 2; "TERMINATING THE 
PODS AS THEY": PRINT INK 
E UP THE AIR DUCT- " 

54 PRINT INK 2; "YOU HAVE IN Y 
OUR POSESSION AN": PRINT INK 2; 
"INTERCEPTOR MKll GUN SHIP WHICH 
": PRINT INK 2j " IS EOUIPPED WIT 
H FDWARD AND REAR"; PRINT INK 2 
! "LASER' CANNONS. " 

55 PRINT INK 2; "YOU MUST USE 
THIS TO STOP THE ": PRINT INK 7 
;"JAILBREAK, " 

60 PRINT "PRESS ANY KEY." 

61 IF INKEY*="" THEN GO TO 61 
70 CLS I PRINT INK 2; "CONTROL 



S- 



71 PRINT : PRINT "MOVE UP 



N 



. .A"c PRINT 

Z" 

SQ PRINT 

se:R. .N" 

SI PRINT 
fiSER.M" 

Q2 PRINT 



-I PRINT "F10VE DOW 



PRINT "FIRE REAR LA 
PRINT "FIRE FRONT L 



PRINT INK- 



't- " 



HDUJEV 



ER IF TEN PODS ESCAPE PASS"; PRI 



NT INK 2; "YOU THEN WE WILL HAVE 
NO CHOICE": PRINT INK 2: "BUT T 
SHUT OFF THE AIR DUCT ": PRINT 
INK 2; "THUS SELF DESTRUCTING T 
HE ENTIRE": PRINT INK 2; "PRISON 
, INCLUDING YOU!" 

90 PRINT : PRINT "PRESS ANY KE 
■Y TO PLAY. " 

99 IF INKEY*="" THEN 6D TO 99 
100 LET LZ1=3: LET Sl-0: LET S2 
=0: LET ESl=a; LET ES2=0t LET LE 
=65; LET LZ2=ia 
110 GO SUB 2000 ' 

200 LET X=10 

201 LET HIT=0 
210 RANDOMISE 

220 LET B=31: LET A=INT (RND*10 
+4> 

230 LET D=31; LET C=INT tRND*10 
+4> 

240 LET Fi=l: LET F2=l 

250 TF LE=65 THEN LET LZl=3r L 
ET KILL=10 

260 IF LE=66 THEN LET LZl=3i L 
ET KELL=15 

270 'IF LE=67 THEN LET LZ1 = 2: L 
ET KILL=10 

290 IF LE=68 THEN LET LZ1=3: L 
ET KILL=25 

2B1 GO SUB 20B0 

290 PRINT AT 6,13:"LEVEL " ; CHR* 
(LE) 

291 PRINT AT 9,9; "LASER BOLTS " 
;LZ1:LZ2 

292 PRINT AT 10,7; "KILLS REQUIR 
ED- ";KILL 

293 PRINT AT 12,10VPRESS ANY K 
EY" 

274 IF INKE¥*="" THEN GO TO 29 
4 

295 FOR P^6 TD 12: PRINT AT P,4 

?" "s NE 

^T P 

:500 PRINT AT X,14; BRIGHT I; JN 
K 4; "^S&" 
304 LET X1=X 

309 PRINT AT A,B; INK 2;"5^":AT 
C,Dj"5d" 

310 IF INKEY«="A" AND >;>4 THEN 
LET X^K-1 

320 IF INKE¥*="Z" AND X<15 THEN 
LET X=X+1 

330 IF X1=X THEN SO TO 350 

340 PRINT AT XI, 14;" " ; AT X,14 
; BRIGHT 1; INK 4; "-3=" 

350 RANDOMIZE USR 62500: RANDOM 
iZE USR 63000: RANDOMIZE USR 635 
00: RANDOMIZE USR 64000 

360 IF INKEY«="M" THEN GO SUB 
900 

361 IF INKEY*="N' THEN GO SJ,j^ 



? 



S00 

370 LET f^l-A: LET 01-D 

380 IF Fl-I THEN LET A=A+1 
390 IF A>15 THEN LET A=Al! LET 
Fl=2 

371 IF F 1=2 THEN LET fi=A-l 
392 IF A<4 THEN LET A^Ali LET 

-Fl = l 
400 LET B=B-2 
410 IF B':! THEN LET 6-31 
420 PRirJT AT A1,E(1;" " ; AT A,&! 
INK 2? "fe" 
430 LET C1=C; LET D1=D 
440 IF F2=l THEN LET C^C+l 
450 IF 015 THEN LET C=Cl! LET 
F2=2 

460 IF F2=2 THEN LET C=C"1 
470 IF C'.4 THEN LET C=Cl: LET 
F2=l 
480 LET D=D-2 
49H IF D<1 THEN LET 0=31 
500 PRINT AT C1,D1;" " ; AT CD; 
INK 2! "^•' 

510 IF 8=31 OR D=31 THEN LET E 
S2=ES2+1 

520 IF ES2=10 THEN LeT ES2=0! 
LET ES1=E51+1 
530 PRINT AT 21 , 22; ESI ; E52 
540 IF ESl=I THEN GD TD 9000 
550 IF A=X AND B=14 THEN GO TD 
9000 

560 IF A=>; AND ti=15 THEN GO TO 
9000 

570 IF C=X AND D^15. THEN GO TO 
9000 

580 IF C=X AND D=14 THEN GO TO 
9000 

600 GO TD 304 
S00 LET X2=176-t (X*S>+5) 
B10 PLOT 110, X2 

S20 DRAW -110,0: RANDOniZE USR 
61000: OVER li PLOT 110, X2: DRAW 
-110,0; OVER 

a:30 IF X=A AND B<14 THEN GD SU 
B 3000 

B40 IF X=C AND D<14 THEN GO SU 
B 3100 
350 GO TO 930 
900 LET X2=176-( (X*G}+5> 
910 PLOT 129, X2 

920 DRAW 126,0: RANDOfllZE USR 6 
1000: OVER 1: PLOT 229, X2: DRAW 
(26,0: OVER 

921 IF X=A AND B>16 THEN 60 5U 
B 3000 

922 TF X=C AND D>16 THFN GO SU 
B 3100 

930 LET LZ2-L22-1 

931 IF LZ1=0 AND LZ2=-l THEN 6 
O TO 9000 

940 JF L22=-I THEN LET LZ2"9: 
LET LZ1=LZI-1 



960 PRINT AT 20,30; LZ 1 ; LZ2 

970 RETURN 

1000 RESTORE 1040 

1010 FOR D=l TD 14 

1020 READ Lif : FOR P=0 TO 7: READ 

A: POKE USR U*-^P,A: NEXT P 

10J0 NEXT O 

1040 DATA ".-",0;0,0,0,31,32,64,1 

28 

1050 DATA "-,",0,0,0,0,255,3,5,9 



^~l C ^I" 4~l E~ ^^ 



'->ti;=L 






1060 DATA "■'■ 

5,255,255,255 

1070 DATA "U", 241 ,241,241,241,24 

1,242,244,248 

1080 DATA ''■",255,255,255,255,25 

5,255,255,255 

1090 DATA "r", 240, 240,244, 242, 24 

1,241,241,241 



"',25! 



IB7F?. 



L.^^J 



, 120,64 



1100 DATA ' 

,32,16,15 

1130 DATA "^",241,241,241,17,9,5 

,3,255 

1120 DATA "Q", 63, 67, 254, 199, 99, 4 

9,31,255 

1130 DATA "to", 0, 120,192,124,195, 

254,252,0 ■ 

1140 DATA "gj", 249, 198,226,191,20 

9,113^113,1^7 

1150 DATA "> %0, 0,4, 16,8, 16,0,0 
1160 DATA " i:", 2, 0,36, 0,41, 0,9,0 
1170 DATA ":y::", 72, 1,16, 132, 17,0,3 

6, 132 

1180 RESTORE 1210 

1190 FOR P=0 TO 47: READ A: POKE 

61500^-P,A; 'NEXT P 
1210 DATA 243,58,72,92,15,15,15, 
8,38,0,1 ,0,12,8,211,254,238,16,8 
,46,0,85,92,167,237,82,237,82,17 
,254,0,25,125,148,56, 1,61, 103,61 
,32,253,11,120,177,32,223,251,20 

1 




1 

4 



1220 


RESTORE 1240 






1230 


FOR P=0 TO 20! 


READ A: 


POKE 


61000+P,A: NEXT P 






1240 


DATA 33,10,0, 17 


■,3,0,6. 


,200,2 1 


29,2: 


13,197,205,101,:^ 


;, 193,209,225 | 


t35,: 


16,244,201 




1 


1250 


RESTORE 1270 






1260 


FOR P=62000 TO 


62016: 


READ 


A: POKE P,A! NEXT P 






1270 


DATA 33,0,10,4^ 


;, 126,2: 


I 1 , 254 


,6.7 


,5,32,-3, 175,132,200,24,-14 


1280 


RESTORE 1300 






1290 


FOR P=62500 TO 


62525: 


READ 


At! POKE P,fi: NEXT P 






1300 


DATA 33,64,64,14,8,86 


,6,31 , 


35,126,43,119,35,16, 


,-7,114 


,6,31, 


43,16,-3,36,13,32,-20,201 





.^ 




1310 RESTORE 1330 

1320 FOR P=6T;000 to 63025: READ 

f\i POKE^ P,A! NEXT P 

1330 DATfi 33,32,A4, 14,8,36,6,31 , 

35,126,43, H'?T ^^7 1^^.-7,114,6,31, 

43,16,-3,36,13,32,-20,201 

1340 RESTORE 1360 

1350 FOR F=63500 TO 63525: READ 

A: POKE P,A: WEXT P 

1360 DATA 33,64,80,14,8,86,6,31, 

35,126,43,119,35,16,-7,114,6,31, 

43,16,-3,36,13,32,-20,201 

1370 RESTORE 1390 

1380 FOR P=6400Q TO 64025: READ 

A: POKE P,A: NEXT P 

1390 DATA 33,32,80,14,8,86,6,31, 

35,126,43,119,35,16,-7,114,6,31, 

43,16,-3,36,13,32,-20,201 

1400 RETURN 

2000 BORDER 0: INK 7: PAPER 0; C 

LS 

2010 PRINT AT 17,01 INK 3; "lA*!!^ 
2020 PRI/^T AT 18,0; INK' 3; "■ 

mr 



2030 PRINT AT 17,0; INK 

2040 PRINT AT 0,0; INK 3! "tjr##irir 

2050 PRINT AT 1,0; INK 3; "^r^T^i 

2060 PRINT AT 2,0; INK 3; 





2070 PRINT 

LEVEL 
2080 PRINT 
2090 PRINT 
2100 PRINT 
2110 PRINT 
S " 
2120 
2130 
3000 

USR 
NDOMT 

AT A^ 
3001 
3010 
3020 
3030 
3100 
USR 
NDOMl 
"ly;-": 
AT C, 
3101 
3110 



AT 20,0s "SCORE 

LASER" 
AT 20,7;Sl!S2 
fiT 20,30;LZ1;LZ2 
AT 20,17;CHR# (LE) 
AT 21,a;'^JAlL BREAKER 



21 



T^ 



lE5l!ES2 



PRINT AT 
RETURN 

PRINT AT A,Bj"''"; RANDOMIZE 
62000! PRINT AT A, 9; "■.'": RA 
ZE USR 62000! PRINT AT A,B; 
RANDOMIZE USR 62000: PRINT 
B;- ■■ 

RANDOMIZE 

LET A=INT tRWD*13*3> 

LET B=31 

GO TO 3121 

PRINT. AT C,D;"/"t RANDOMIZE 

62000: PRINT AT C,D;"''^': RA 

ZE USR 62000! PRINT AT C,D! 

RANDDMJZE USR 62000: PRINT 

D; '• •'„ 

RAND0l4iZE 

LET C=INT (RND*lH-5> 



3120 LET D-31 

3121 BORDER 

3122 LET B2=S2+1 

3123 IF S2=lia THEN LET 52=01 LE 
T S1=S1+1 

3124 IF Sl=10 THEN LET 31=0: LE 
T S2=0 

3129 PRINT AT 20,7;S1;S2 
313a LET HIT=HITi-l 

3140 IF HIT<K1LL THEN RETURN 

3141 FDR P^0 TO 60; BEEP ,004,P: 
NEXT P 

3150 LET 
3160 LET 
3170 FOR 

\'- 
•■i NEXT P 

31B0 PRINT AT 6, 10? "LEVEL CLEARE 

D" 

3190 PRINT 

ED TO NEXT 

3200 PRINT 



HTT=0 
LE=LE+1 
P=4 TO 14: 



PRINT AT P,0 



'YOU MAY PROCE 



AT 8,1; 

LEVEL" 

AT 10, 10s "PRESS ANY K 



EY" 
3210 
10 
3220 



IF INKEY*= 



II 19 



THEN GO TO 3 



FOR P=4 TO 14: PRINT AT P,0 



3230 



NEXT P 
LET L72=0 
3300 GO TO 110 
8999 LET X=10 
7000 FDR 0=1 TO 
9001 PRINT AT X 
?E USR 62000! PRINT AT 
: RANDOMIZE USR 62000: 



4 
.14; 



RANDGMl 
14; 



tl __■ 



PRINT AT 



,14;-:^^:V*': 



RANDOMIZE USR 62000: 



AT X,14; " " 
NEXT D 

RANDOMIZE USR 61500 
FOR P-1 TO 10 



X 

PRINT 

9004 

9010 

9020 

9030 PRINT AT X,14-P?"S 
4+P; 
EXT P 

9031 BORDER 
9040 PRINT AT 



X,l 
RANDOMIZE USR 62000; N 



"?AT 



X,0i 



9050 RANDOMIZE USR 61500 

9060 FOR P=4 TO 14: PRINT AT P,0 

": NEXT P 

7070 PRINT AT 8,S; BRIGHT 1;"6 A 

ME OVER" 

90SO PRINT AT 10,10; BRIGHT 1;"P 

RESS ANY KEY^' 

9070 IF INKEY*="" THEN GD TO 70 
70 

9100 GO TO 10 





Mah Jongg's little brother gets the 
once over as Gordon Hamlett spends 
a night on the tiles. 



¥ 





Title: 

Computer: 
Supplier: 
Price: 
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There is an oW joke about what 
to do if you are lost in the 
desert w]^ only a pack of 
carxU to keep you company. 
The an&wer i^ to start play- 
ing patience ind you can guarantee 
that someone will come up lo you 
and say 'the red six go^5 on the 
black seven" liw l9B0's version 
might weH ^ubsittule Shanghai for 
a pack of cards 

An unti4ual game- st combines 
elements ol 50fne patteFTce garnet 
with the piecK of a niah-|ongg s«c 
ior anyone unlamtliar with the 
Chis^cse ganiblFng game {whicli 
incidentally, is not as ancient as 
Cver/one seems to think '— It was 
devtioped in the early 1920s), Lt is 
played with a series of 144 tiles, 
originally made (rom bamboo and 
ivory just as we have ^its in cards, 
so ihey have suits. There are three 
of thenin clrcleSn bamboos and 
characters- These suies run from 
1-9 and there are four ol each 
number e.g. there are four of the 
seven ol characters. There are 3lso 
four tiles representing each of the 
four winds, four ol three dtffcrent 
dragons - red, green and white 
and fjnally, eight mdividual tiles — 
four seasons and four flowers, 

tn Shanghai, these tiles are 
arranged into a 3-D pyramidal 
Structure called a dragon. The 



object of the game Is to remove 
all the tiles from the dragon by 
taking away a pair at a time There 
are hov^ver strict rules as to 
whiqh tiles are available at any given 
cime. f irstky^ the two dk;s removed 
must be an exact pair Thus two 
red dragons are OK biJt not a red 
dragon and a green dragon The 
only exception to th^s is with the 
individual tHes. Thus any fkiwer can 
go vvith any other flower Sec- 



ondly, a ti!e must be free. Thjs 
means that there is nothing on top 
of it and that il can slide away to 
the left or right. 

An unusual game 

At first sight, the game looks 
ridiculously ^^y and you cant see 
how you can possibly fail to 

remove all the tiles every time 
After you have played it a few 
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SHANGHAI 

C64 

ACTIVISION 

£9.95 



m • 

times, you soon realise that things 
are not quite that siraightf orward. 
The problem lies m :he number of 
options available to you Because 
there are foiir of each tile, you will 
olten hnd thai three of them are 
free at any ^ven tirne, it is vital 
that you remove the two that free 
vital pieces for later m The game 

Timing js also crucfal. Quite 
often, you must delay shifctfig a 
pair until another one is moved 
hrsc Look ahe^d as far as possible 
and try and work out the implica- 
tions of each move If you do 
eventually succeed m refriovmg all 
the tiles, you are rewarded wlfii a 
fire breathing dragon 

The game is ver^ simple to play 
although initially con (using as you 
try to work out which tiles are 
free. The graphics look somewhat 
cluttered and are the weakest part 
ol che game There are plenty of 
options though. One or two play- 
ers v^rk^ng either ai a team or as 
opponents, even playing against the 
clock if you want Co 

Shanghai Is a nice gencle gam*!^ 
very addictive like all the best 
patience games and quite challeng- 
ing. My only qualm Is Chat I thU^k 
that rt Is soinewhat overpriced but 
having said that. It ^s relaxing and 
will defsnuely keep going back co 
it to while away the odd hour 
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Although military commandcrE have 
alwsys used v^argaming mechods as a 
mean^ of eKatmnkng possible variations in 
a forthcorning batcTeH competitive 
w^rgaming as a form of entertainment 
has only existed since Che eighteenth 
century. A "(ortresi game' is mentioned 
m Tristram Shandy and involved the use 
of stale models in a represcm-ition of 
one of the battles oi the Penm^ular Wir. 
To all intents and purposes though, 
popular wargammg can be dated very 
accurately to 1953 when a board gain? 
caLte<J Tactics was relcased. 

Since then, hundrt^ds of different 
games have been released ranging from 
the simple to che almost rmpossibly M 
complex and covering ei^ry period froflv 
Ancicnl Bntons to events set well into 
the fyture By the mid \97Qy a vAole 
new genre appeared. These were Che 
Fantasy Role Playing games such as 
Dungeons and Dragons whith^ ak hough 
they still had a considerable number of 
rules covering for examplen combat^ 
allowed the players to develop new ideas 
as and how they saw fit- This m cum 
required Che use of a games-master to 
arbitrate on any unforseen set of 
circumstances. 

By the I^BOs. wLth the advent of ^he 
home computern H v^as only natural that 
wargames would make the transition 
from board game to computer game^ 
FRP developed into adventures while the 
traditional wargame kept more or less 
the same sort of format as its board 
game predecessor 

What »s the difference between a 
wargame and a game such as chess? Both 



use a playing area dfvlded up into smaller 
areas. There is a whole series of rules as 
to how the various pieces can behave and 
each p^ece has a number of known values 
and capabilities The djflerence is chat 
chess is an abstract game in so much as ir 
does not try to deptct any particular 
scenar^ A wargame by contrast tr^es to 
imparc a certam amounc of historical 

accuracy ^"^"mUl. 

The fact that they are calied 
'wargames' is perhaps a cri'le 
unfortunate. They are called wargames 
simply because most of the models that 
they try and simulate arc re-creations of 
an actual historical battle. There is no 
i^tempt to glorify war as iuch. Like any 
game, it 15 a struggle between two sides^ 
each trying to gain a decisive advantage 
by a belter use of tacttcs. The same 
applies Aether you are playing 
backgammon or space Jnvaders This 
point however was lo^t on a radio 
Interviewer who talked to myself, the 
editor and the previous editor on the 
morality of playing such games. She 
seemed most put out when we didn't 
advance a cavalry umt or launch a 
chemical attack on an opposing city to 
chants of "'Ere we go. "ere we go. ere 
we goV Needless Co say. all our erudite 
comments were edited down to one 
sentence each in the actual radio 
program- 
How does a traditional wargame 
accually work? The game Is usually played 
on a map divided up into squares or 
hexagons (hexes) The two opposing 
forces consist of a number o' pieces 
(usually cardboard counters, although 



some players insist on using lavishly 
detahled models). These pieces represent 
the diHertnt units taking part m Che 
battl^- Depending on the game, each 
piece may represent anyth^ng from an 
individual soldier to a battalion, a chariot 
to a battleship. Each piece normally has a 
given number of movement poinis — 
how far ic can move each mm — and a 
scrength rating to determine its success in 
combat. Combat is resolved by 
comparing the strengrhs of opposing 
units, rolling some dice and looktng up 
the result In a table. The use of dice 
does mean thac there is an element of 
kick tnvolved in the game but this is 
certainly true of battle anyway. Napoleon 
always demanded that his generals should 
be lucky rather than skillful and he did 
reasonably wel^ as a commander 

Atthough computer wargames are still 
fn their relative infancy, it Is clear that 
they have sever^ dhStincC advantages over 
chejr tradptfonal counterparts. First and 
foremost perhaps is Chat you don't need 
a human opponent to play against. Any 
time you feel lake being Napoleon or 
whatever, you can Coupled with thu tdca 
is the fact that you no longer have to 
spend hours setting up the board. 
Anyone v^ho has ever had to put 
hundreds of cardboard counters on the 
correct hexes will teil you what a drag it 
is. You are also susceptible lo such 
hazards as the rest of the (amily 
unreasonably wantmg to eat at the dining 
room table or a sudden fit of sneeiing 
Most computer wargames alkiw you to 
save your current posrtion and resume 
play at a more convenient time 
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MiFTor points frflybe, but ^he 
computer games are already wiy head in 
terms of user frf^nrfliness Afso gone is 
the need to be constantly referring to 
ubies to check on die outcome of any 
combat $itua:iQn Entering commands Is 
frequently menu or icon driven. Units are 
mov^d using a joystick . All the llmCn the 
emphasis is on more and more user 
friendlin^ss- 

There are disadvantages with 
comp^Jter versions though. Memory 
restrictions have meant that :hc writers 
are constantly having to juggle between 
complexny and on screen presentation. 
Emphasise one and tiie other tends to 
suffer. This Is something th^t is definitely 
gccEing better though as the 
programmers reafise just what they can 
or cannot include 

Another problem is that tradition alty^ 
each player can see [he entire playmg 
area and assess the situation acCor<lingly. 
Things tend to be harder to take In \i 
you continually have to scroll across the 
mapr Agamst that though ts that the 
iradmonal boardgames are rather 
unrealistic Playing against a computer, it 



is perfectly possible to keep the enemy's 
movements hidden so that you only 
drover his whereabouts by scouting or 
when he shoots at you. The way weather 
alfeccs the outcome ol a battle or 
creating your own smokescreen effects 
are much eas«r to include in the game. 

My flngi argument if ^vour of 
computer wargames is the ease v^th 
which it IS possible to slightly atler a 
scenarlOr DllfFcuky or skill ievets are 
much easier to program Into the game 
and several products now feature do-tt- 
yoursell kits whereby you can create as 
many variations as you want to. Not only 
can the balance oi the troops he varied, 
but you tan also design whatever terrarn 
yoy desire. 

Yes. computer wargames have a great 
future and \ look forward to seeing how 
they develop over the next few years. 
Here then is a look at some of the most 
recent releases 

The earliest of the gaines, historfcally 
speaking is LegJons of Death for the C64 
from Lothlonen. The subject of the game 
Is the Punic Wars between the Empires 
of Rome and Carthage between 264 and 




I46BC The game concentrates on naval 
strength and economic strategy- 

You take the side of the Carrhaglnians 
in the one player g3me and can decide 
exactly whac victory condmons In cerms 
of gold reserves, citses captured and 
enemy ships sunk chat you want to aim 
for. Be v^amed though of setting too 
easy conditions as che Roman fleet wdl 
be SEnvmg for exactly the $ame 
objectlves- 

As with many of today's games^ you 
start off With a certain amount of capital 
and must decide how best to spend it. 
Do you buy a lot of lightly armedn 
poorly equipped ships or build a lew weil 
protected vessels Throughout the game, 
as your dommance In the Mediterranean 
increases, you wiH raise tribute from 
ports under your control. Providing that 
yoti transport this gold back to your 
home base, your revenue hncreases and 
can be used to expand your fleet. 

The game is controlled via a series of 
icons. By a dever bit of programming, 
several of these appear ai different points 
in che game and have diflering results. 
Although it looks initially confusing, a 
flow chart tai«s you through the varying 
possjt^litles. Presemacion within che game 
is eKceedingty good The screen Js divided 
into several windows detailing large or 
small scaled maps of the area or 
illustralrng the various ships under your 
command. 

Concrolling a fleet is no easy matter 
and you will have to make decisions on 
Speed, course, sails and equipment for all 
your ships- Damaged ships can be 
repaired — at a price of course. The two 
sides had different cactlcs when it came 
to Combat Your mob tended to go for 
the not very subtle rammmg techniques 
whereas Ehe Romans would try and 
grapple ihe two shjps together and chen 
board your ship with their infancry. The 
ftoman ships also tended to hunt m packs 
which is something to think about before 
you start attacking one. 

All m alk Legions of Death is a very 
well presented challenging gami; which 
comes highly recommended- 
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Alio set In Roman C^rpla, although on 
4npft**'i" much grander scaIBh ^s Annals oi Rome 
from PSS (Spectrum. AmiSrad ar^l C64, 
£12.95 caswtte. £I7_9S disk) Here. th« 
ab|ect of the game la lo run the entire 
Raman Empirei Starting m 273BC you 
mu^t aim ro keep gorng lor ss long as 
poiitble as j^ou try to cwerpower the 
forces of [hriteen different tnemies- 

Gauls, Vandals, Huns. Franks and 
Goths are all kkejy to put in an 
appearance thougti, forturkateiyn nol at 
t Ihe same time Because of the time icale 

Involved^ each game turn c^n represent 
anything up to twent^flve years You 
have three different types of mflitary 
force available to yuu. Legtonanes are 
your normal fighting forceSn Limitsnei 
who are garrison troops and mobHe 
ALiXlihartes In addHhon, you also have 
control of twenty-one senators of 
varying degrees of ability and loyally 
whom you must promote and demote 
Into and fro^n varEous positions of power. 

f^man troops were considerably 
better than any of the opposing forces 
and any reasonable strategy should result 
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In a military victory Mistakes are fikely to 
be punished by aliemps to seize power 
through civil war w^th the resultant 
weakening of forces manning vital 
borders. 

Each turn gives you ihe chance to 
raise some money by altering ihe la^ 
rate. This tn turn Is likely to affect your 
popularity. The next phase is a dispLay of 
the senators and commanders. Each 
senator has an abjiity and loyalty rating 
and the display also shoves his current 
rank and age You can promote peopte 
4j|p to tribune^ tegate and commander 
Berause of the umt scale, people can die 
or retire The^ are also more Likely to 
cry and seize power as they get older. 
You tan re-as^grt and promo ce.'demote 
peopLe as you iee ftt. A loyalty phase 




allows you to cry and bribe the tro 
you think that there is going co be a 
rebellion. 

Assuming that there is no civil war 
you must move your troops and resolve 
any foreign wars. 

Annats of Rome is a strange game. 
Inrtially complete, there are Targe penods 
of inactivity during which the computer 
works ouc what is going on. On screen 
presentation is very messy af you don't 
have a monjtor and the mstruculon 
booklet does little to inspire confldence. 
My own fceltng is that PSS have biti:en off 
slighly more than they can chew with thjs 
one and beginners should iteer well dear 
A$ Caesar might have said, veni. vidi, 
■*confu3i sum — I came, ! saw, 1 am 
confused. 



Divide the fire and you will t/ie sooner put it out —\ 
Puhiiius Syrus, 



Moving forward a few centuries, the 
next offering takes us to mediaeval ]^>an. 
Samurai is from CRL for the Spectrum, 
and is the odd one out amongst these 
five gamei rn so much as it does not 
depict any partKiular scene from history. 
Instead. i[ is a pure strategy game 
bee ween two sides of opposing forces. 

There are three skill levels to select 
from and three mcrdents although ihe 
Instructions make no attempt to say svhat 
these are — they are s^mpLy slightly 
different scenarios played on the same 
map- You start of with 200 points which 
you can allocate to various types of 
warrior The Samurai costs IB points and 
FS the basic fightfng unit He wears 
armour and carnes iwo swords 
>JaAshigaru5 cost 12 points and are second 
class warriors. Carrying a spear, they are 
lighter armoured than the Samurai- Nlnjas 
(25 points) wear no armour but have the 
advantage that they can attack from a 
distance by throwing a shuhken — a 
pointed star Finally, you can opt for a 
mounted Samurai at a cost of 40 pomts. 
They can move a lot further during each 
turn and are more heavily armoured than 
ordmary Samurai. 



The Opposing fortes consist of monkSn 
Samurai monks and young Samurai 
monks- The game is won when all the 
opposing forces ^^ removed from the 
map Points are then awarded according 
to the skill level and how many turns it 



at the fop of screen allowing you lo 
sekect an angle. Alter throwtng, the Nmfa 
will still have some movement points left. 
As he can only throw when he is a few 
squares distant from an enemy, a Nmja 
must use hic and run tactk^s it he is to 
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took you. 

The game is icon controlled afthough 
your onEy basic option is move, plus 
throw in the case of a Nmja: Movement 
automatically stops when you are next to 
an enemy character When all your men 
have moved, any combat is resolved and 
then the computer controlled characters 
have their turn. If you want a Ninja to 
throw a shuriken, he must do so before 
he mt>ves. A direction indicator appears 



operate successfully. 

Samurai is the least complex of thfl 
games on display here and as suchn is 
likely orHy to appeal to rank beginners. A 
word of warning though. Samurai is to all 
Intents and purposes exactly the same as 
Sword of Bane from CCS. Only the 
sett^ng is changed — fantasy monsters or 
Japanese warriors. If you own one of 
these games. It would be a waste of 
money to buy the other. 
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Moving krrto the tv^emiciih cemur^, 
Battle of Britain is another gitne from 
PSS. Already availably i<^ tht C64 and 
Arristrad, the Spectrum version hii jUst 
bten reteasod ac £9 95 This game is 
nQtlceat^r different (rom the other four 
ifi so much as it offers optronil arcade 
sequ&nces in the hope of jitrractfng a 
lollowirrg from gamers who wokild not 
normally touch a wargarft*- 

The game i^ set dunng the summer tjf 
940 when the German Luftwiiffe was 
attempting to destroy the BAF both ^n 
the atr and on the ground, prior to a 
planned invasion of Britain. In practice, a 
CO mbi nation of unbelievably poor tactfts 
b;^ Goering and superb ^kWh from the 
RAF meant that Hitler had to abandon 
his plans and attack Russia Instead. Battle 
of BrFtafn gives you the chance to cfe'end 
the 5k he^ agatnst either a lilriy quiet day 
ftramkrtg mode), a very htavy day 
{Bhtzkrieg mQde)^ or a full thirty day 
consign of German jjr dttacks^ 



The game Involved juggling the meagre 
forces at your dFS[>o5al In respond co the 
various Germ^ threats, A map displays 
towns, alrfleldSn airborne squadrons and 
radar stations m southern England. A 
command box can be moved round the 
screen over the various objects grving 
infomaiion about them. 



As ioon as black crosses representing 
German squadrons start appearing on the 
map. you will want to start scrambling 
some of your own fighters In respon^e. 
MovLng the command box over an airfield 
and pressing fire witi give detatt^ of whal 
Squadrons are available co you. Weather 
plays an important part and fog may 
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We often get in quicker by the back door than 
front — Napoleon. 



^f^^ms^^^^m^^. 






IVttL-TMl IMHICAL UMUJ^nOII OP MOWMt UWOWC) WAIVM^ 

HAT IV\Llf ]|\l 
i:[]iVllViAl\<l]l5ll 



■^^ 



--:^ 








prevent any of up to four squadrons on a 
given field from uking ofl. Once m the 
air you can direct a squadron Co the area 
you want it to patrol. The trick here is 
CO work oui wViere the enemy will be by 
the time you art near, not direct your 
own (orces to where they are when you 
ftrst see them 

When two opposing ^uadrohs are 
nejct to each ocher, a battle wlII take 
place. If you have opted for ircade ' 
sequences, you can have a go at toeing 
dowrt a lew Messerschm^dts or Heinkeis 
from inside a Spitfire cockp^t.^ow svflll 
you do directly aflects the result of the 
engagemerUn so unless you are a crack 
shot my advice i4 to steer wtfl clear 
Once a squadron has been involved m 
battle, It IS necessary to get H to land as 
quickly as possible so that k can re-arm. 
Failure to do thi^ will resulE in the aircraft 
landing anywhere they ca^^ and being 
effectively ouc of action lor a day. In the 
campaign game, you also ha?^ to manage 
overnight reinforcement!. 

Battle of Britain h one of those 
games that on the face of Ih^ng^ look^ 
very sirrtpic It is oniy whert you try to 
manage thmgs for yourself thJt you 
realise how pressed for time you nctually 
are- The real-time elenienL of the game 
works very well iind adds considerably to 
the enjoyment, even though the overall 
complexly of the game is fairly low^ . 





. y The final ^fm In'chis coScction is set 
*^VT*Che nearftifture Battalion Commander 

an entire armoured 



can 




pUlT you in charge of 
battalion {no real surprise there), ^u 
cake any one of three skies from nhe 
Americin. Soviet and Chinese forct$ 
although as the game is from US Gold 
{Cb4 dak onlyjn there are r>o prize;* for 
guessing who the good guyi are. 

The lirit ihmg that strikes you ^bout 
this game is tire incre<1fcle number of 
variations available to you. Apart fro 
cEiooHng two out of three sidei. there 
are five opttons changing the relative 
strengths of the opposing forces. Then 
thert are iJie forty different terrains you 
can choose from, featuring different 
numbers oi cities, nvers^ and roads and 
varying woodland, scrub and hilly areas. 
There are nUo ffiur types of engagement- 
Pursuit and exploitation js where you 
attempt to Inftict a decisive defeat upon 
an enemy vrfiose Itnes have beert broken 
through- A meeting engagement simulates 
a chance encounter bet^eert roughly 
equal forces The attack game puts you 
in ihe posttion of trying to break throu^ 
an enemy defensive line and capture a 



key objective whilst the defense game is 
the exact opposite By my calculations, 
that gives you some 4800 different 
scenarios. There is also a novice game to 
get you used to the commands 

Controlling the game is very simple 
and achieved by a combination of joystick 
and two letter typed instructions. 
Commands are normally given to a 
company although it is possible to Issue 
orders to individual platoons- Typical 
commands include move^ fire normally, 
provide Oppressive fire^ and create a 
jrnokcscreefi- Everything happens in real 
time although the action is not a& 
freniied as m Battle of Britain. As well as 
the various tanks under your command, 
<lepending on which option you choose. 
yotJ may find your^etl giving orders to 
supply trams, scouc platoons, engineers 
and heavy mortar groups. 

Although the game's graphics are 
nothing special. Battalion Commander is 
both simple and addictive to playr It is 
accompanied by an excellent micruccion 
booklet and is my pick ol the five games 
herfl. Also recommended are Legions of 
Death and Battle of Britain. 



War is nothing more than a continuation of poUtics by 
other means — Ciausewitz. 
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A fortune can be earned by a 
footbaM manager but a lot relies on 
the balance of skill and luck. CDS 
find out if you've got what it takes. 
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Brun Clough once described 
football as a g^me of two 
halved CDS has caken him at 
hi5 word FootbJL Foriun&sis 
part computer game, pirt 
board game Clever packaging has 
enabled all of the gameplay para- 
phernalia to be packed into a bcok 
sized iibnry case This indudci che 
cleverly constructed board which 
folds out to cover an area almost 
SIK cimc^ th^ size ol the case* I 
have to admit thac che case \\ 
almost bursting at the seam^ with 
the boardn casseue lor disk), plac- 
ing counters, lake money, 112 
player cards. 10 blank player cirds. 
6 immunity cards and an instryc- 
tfOrt pamphlet, which mus: mike 
this seem worth ^^^ry penny 

One thing Chat I immediately 
lound awkward, however, is that 
the playing cards are supplied on 
eight sheets and, once each of 
these have been separated along 
their perforations to yield a pack 
of 120 cards, they are difficult to 
replace in the case after a hard day 
on the teifn bench- 



As in the real game, thit it a 
baccle for survival and requjres all 
of your Cunning, judgement and a 
modicum of luck I' noihing else. 
It makes you realise ^hat Cioughie 
Is not an empty veael making a lot 
of noiM. 

The board is used to determine 
your luck ks perimeter is divided 
into J6 squares wh^ch you progress 
around at the [hrowof the compu- 
cer generated dice Each square 
correspond* to one ol mne cate- 
gories of situations. They can farce 
you \o pay i^our players' wages, 
enter an auction, gam sponsorship 
revenue lor a match, sell players 
to the bank or even give yourself 
a welcome day ofl Two of the 
squares ac^ like the Chance and 
Community Cheic cards in Mono- 
pofy. "These squares are called 
Seleciion Problem and Manager's 
Luck- Any player landmg here has 
v> press the relevant key on the 
computer and a randomly selected 
problem or benefit will be dis- 
played As you may guess, the 
Selection Problem square has no 



benefts for die unfortunate player 
who lands there It always means 
the suspension or total loss ol a 
player unless [he Luck Square has 
presented you WJlh an Immunity 
card- Thfs card 4S also yselul if you 
land on the single Crisis square 
which makes you lose your best 
player to the bartk for three 
quarters of his value. 

The game fs played usrng an 
elite league of ^en teams and any- 
where betvi/een two and 'ive 
players can control a club each If 
your favourite team docs not 
appear on the league td^le, then 
you can replace one of the teams 
when your curn arrives to log on 

Each player starts off with 
£200.000 and one of ihe players 
or a non- playing banker controls 
the finances lor the rest of the 
game- 

Afi;er team selection you are 
awarded values 'or j^ur eleven 
players and two reserves (utilily 
pliLyers). According to these ratings 
you select cards of ihe correct 
value 3nd type Each card has ^ 




currcnl footballer's rtame assigned 
to It but your lavourite player can 
be written on one ol the blank 
player cards and used instead of an 
ofOcial card of the same value 

The game can last for as many 
seasons as you like but tq enter the 
European competitions you must 
pla^ at least two seasons- Each 
match IS preceded by a move on 
the board and once the penalty has 
been paid, or the benefic reaped, 
lor each player the round of 
macches begin 

Each manager must choose his 
strongest team lor the match and 
encer ihe total strengcH lor ihe 
delence ^nd attack according to 
the lace values ol the elected 
pla^rs These values determine 
the outcome ol the games^ though j\ 
luck can turrf a potential defeat ^ 
into a glorious victory 

If the games are league 
matcheSn che scores are printed 
out in teletype style at the bottom 
ol the screen This ts Followed by 
the gate money lor each match 
which IS equally shared between 
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Fortunes 
Computer: Commodore 64 



Supplier: 
Price: 



CDS 

£14,95 



ie 



two teams For Cup fnatches. memory reitritChOns of The 
^h [hq resiflis di^^play appears ^Imc^t Double An option^il interactive 
^5'"*"^^^^ ^"^ ^^^ Kat« a*^ shared mitchplay based on International 




IS before- 

Duop>g the season players can 
be bought and sold or loaned to 
other teams The value of each 
man \s calculated b/ multiplying his 
scar rarJng by £20.000 but at 
auction this may not be realised, 
or could be surpassed, depending 
on the desperation of your 
opponents- 

lf Luck smiles upon you. you can 
have a squad ol as many ptayers as 



Soccer (perhaps |ust tis^ng the goat- 
mouih acoon as in Football Njn- 
ager from Addictive Games) would 
add more excitement to Fortunes 
and the tong-cerm aims of The 
Doubte would open up more 
opportumties (or a long runnmg 
game_ 

Compared to Addictive? 3£*^ing 
Football Manager, Fonunes only 
lacks the action screerrs bjc offers 
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a lot more via the board side 
you cjn afford When your luck haggling. 

turns bad you may find thai you My only reaF criticism ol this arcade game within the computer 

cannot lield a full team, in which excellent game is the lack of a one- would have broadened the appea 

case you forfeit your share of the player option. This would not have of the game 

game money until pu get back :o been too ddlicuk to include if Even i' you already own one of 

transfers were always made at face the many other simulations, this 

value and the computer program game has many differing challenges 



lull 



strength- 
Compared to The Double 
{February's Gamer], Forturies 
lacks the same degree ol depth and 
the march action screens. Where 
It does score <s in the clement of 
compctitiveneu and interaction 



was beefed up a little bit. 

I recommend this game for 
every lootball l:in who wanes to 
expeoence some of the thrills and I 
spilliol a manager's life. Theprob- 



through Its revolkJtionary presen- 
tation A great game which could 



between managers who can make lems are realistic and the gameplay 
Of" break alltances a$ they see fit 
The game is infinitely laster than 
The Double and I feel that my ideal 
football simulation wouki be a syn- 
thesis of Football Fortunes, The 
Double and International Soccer- 



is v^ll planned The only quibble 
I have Is that the computer pre- 
sentation could have been more 
exciting than the unimaginative 
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■ack-lustre famme for eye and "'"llimpact 
ol this text only game A fewl Oj-|gjnaliiy 

I The board gamo and player cards graphics would have given g^eaterL^^^ | 
'would eliminate a lot of the aesthetic appeal and a competitive fj x^Factor 
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SPECIAL DEAL FOR 

ATARJ 

400 / 800 / XL / XE 

HIRE v^ur f^rst 2 games FHEt 

'rorfi Our exiensiVQ rang^ o( sofi- 

ware Up 10 the mmule releases 

available Appty Nc^w' 

OR 

BUV all Ihe lalti^l SDflvare lilies al 
tye?,t pf^M\b\& piice^ {Hey/ ro- 
led^?^ dviiil^ble Qir^cl I'om U ^ ] 

Alan hardware and moaems now 

available al di&couni prices Fur 

lurlher delaila send S A F in 

CHARNWOOD GAMES 

30a WARWICK AVtNUE, OUORN, 

LOUGHBOPOUGH, 

LEICE5TERSHIHE. 

TeL: PSOft 412604 



FILL THE GAP- RING 

NICOLA BATV ON 

01-437 0699 



JOKES 




FREE 

BrItaln'A Hd: 1 Jokt 

vriUi over SOD pncilcal jokvi from 5p 
Slink bomb$, Whai>p» cLj^h ion , VfOb- 
bly lager glaas, laxalpi/e lea Juags. 
smoke bopttb* wiHi* MjQ*^ ciflflf^^le 

th^n^r^, joha blood, sick, meBS, aoap 
twQets. w«t |0k» frp^piodi^g ]C»ke9_ 
magic tricky, party fun hils^ maaks^ 

maka-up. »a monh^vs gin SI'lp penL 

adL>lt paily pacha, saucy r>Dveltiaa. 

naughty prfri4nL» P09t6'9. tnad^er^. 

[hia CQmplele Joka Shop by Po»[ 

Send l3p alamin with your name and 

^Oc^^a^^ 10^ bumper colour cialalogu^ 

ai^d free G^M to 

HATCHRITE- THE fUNN-r BUSINESS 

[Dtpt CQi ^$T WlNCHESCn RDAD. 

BRISTOL DS4 3HJ. 



ATARI'ST Public domain disks - 
Games. Utiiijies. Languages, ere 
S A £ lor lisis plus ST-CLUB mio - 
ST-CLUB (CG le/K P.o eOK 20. 
HerflOFd.SG13SNN 



STOP 
PLAYING GAMES 

Uh fiu [D<i«ijlF< Ui i-iHl rjlDlwi Tutn fttf tuftrf 

inLD I lnKTWIiHta ixW Full *^ pk* imh 
oppgiUAiifli "I uA « Hi IH tn^tniaa mirkil 
•^n lAiiiti fuiIy pndM Dpwi la n Wiiii 
meio idHi Mt gdiiiir ArrtF 'if ^m itM\i 

WeiUink Promd lions 

106 George Street 

Edinburgh EH2 4LK 



Our next copy 

deadlines are 

17th March 

May Issue 

14th April 

June Issue 

26th May 

July Issue 
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ATAHI 4n/tn/H0XL^ST. 

SOFTWARE 

W@ have aJ~i pn ^iiiunrd ^^ki^iK^n nf di&ts, 
i:F?Hi11«»iu^iJ[;arlNd4t=b:fOnHinE Apply 
nL^w find hire your nrot rour flamaa frpr- 
ArOufld 1,000 ditferenl onninnl litlns TOr 
full dalaHa 9«nd aprg^ ^lamprid Arfdreiaad 
Qnv^ii^piT ^r i^lnphoru ev«nlftga 7pm - 

LOW ATARt PRICES 

lCif/> Diac U^iva EUi.H POPC frag 
130XE C1Z2.90 

AnCiL flfid flif^lOQ m&nfljinc^flvftilAtla 

^ESTOUALITV DISCB 

M^Dfflh;^'-^ ^i^-DUl^^? lOirKlUfipl 
LJnLMrfr4 ^'f^ S ^^Pm Di^x ^0 V^ E ? Jb ^ I 
Uiild»«ibd 5^h~ 5 b^LJU DIEPS 2^ V E^U^^l 
■SVS&^MDlK tf ^f42JStl 
yk' S ^^QD DiK tKilOi EPffii^il 

U^tTp!^^ 3*4' [Ma BOAL 4l Id 

& 5 ^DQ "** ;■ I 

UfUWIH^b^' S^^DD Die:^ IDICrf fitti ^r 

^IfWvlWa^' £ ^ ^DD DIKE SivC44«5 ^■ 
Afc?ri &;» 5TM E34S.SD pQSr If&e 
A1af| ii!0 SlW with ^a Maga(?yli3 Dngfl 

hMrpy anhancarY^enl lor tha 1D50 DrNa 

with revlBdon T E13BH poal ff^^ 

4AME3 A SOFTWARE CLUB 

DEPT CG. 35 T-lbury Hnad. Tilbury Cl«t. 

9LJrtd4riahd 3H3 4PD T4il r0313 524U51. 



AMSTHAD SOFTWARE HIRE 

100s 01 Tilles - Fast Service our 

membart sav wt 9rt Ihe t^Jt 

Dalai la A L'&t& 'rom 

K » H CQHPUTEHS 

^0 Fa<rit*3d &in;h Grevn, 

Sk«lmeiadalfr. L^fiCE. WNS ^RD 
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What goes on behind the screens of.* 
a smash hit? Eric Doyle and Dave *I 
Reeder look at Melbourne House's ** 
Wizards of Oz. < 



* * * 




Metoourne House m^/ be an A 
ralian company but Poms feature 
stfongi/ Ifi the game cr^drts of IH 
iJtustnDUS history^ Foundation 
stones of the company's reputa- 
then Include trtlei like Exploding 
Fist and The Kobbit but its future 
grow^ rettes on the constant 
search for new talent. 

In the old days programmers 
were plentiful because the games 
were less $c^h educated . Today a 
more informed p<iblic demands ki- 
no vatton and the beginr^er has to 
display unique abilay if success is 
to be attained- Where do you find 
these special people and what 
becomes of them! 

Martin Sneap of Knuckle- 
buscors fame his one foot firmly 
placed on the ladder of success 
while adventure spec^^list^ Lever 
and Jones have scaled the heights 
and new horizons beckon- 

Madcap mirth merchants Le^er 
and Jones were cracked down to 
a South U>F>dQn wacerlrtg hole by 




sort of day "^ 
" released from prison but none 
o> your friends ar? on rhe streets 
yet, so you have to hang around 
waiting . the only problem is that 
sonw unpleasant men are taking 
you for a qutck. swimming lesson 
with your feet encased in 
concrete! 

These could only be episodes 
from the bizarre computer adven- 
ture worlds of Peter Jones and 
Trevor Lever, more commonly 
known as Lever/Jones, the authors 
of three highly successful Mel- 
bourne House adventures — 
Hainpst^ad, TerrofmoLnos an 
Dodgy GeezerSr ' ^tr 

Your intrepid reporter man- 
aged to track them down in a pub ^ 
fMSt before Christmas during one 
ol ^helr reasonably frequent face- 
to -l^ce sessions and asked them 
how they met. "In a car crashn'* 
replied Trevor, eyes gl^nimg with 
mi&chicf. Was I suddenly m the 
middle of another of their adven- 




^ 





our intrepid reporter Dave (half 
man, half lager) Reeder As the 
smoke clears all is not as It seems- 

Somehow you've managed to 
find your dodvs and have lelt your 
flat by the back door; the only 
problem Is that every time you 
show your face outside your gar- 
den, you gel beaten up in an alley! 

The tjxi is waiting outside for 
you and your family, ready to take 
you to the alrpori ac the start of 
a holiday in the sun: the only 
problem is that you're stuck In a 
darkened attic still looking for your 
passport 





-^\^- 






iyr«or was this going to be a very players who'd ilwayTEeenput off 

long evening^ by lides lll« The Severed Hand of 

The d^namtc duo certainly Gharn. 

don't see ih^if careers as profes- This W35 9 different sort of 

sionalfunny mensolely pn terrrjof game — firmly ba»d in reality 

computer games. In facc^ Dodgy (even if It wii slightly warped) A 

Geeiers is Irkely to be iheif last g^^^ ^™ ^^ '^"■^^"■" (^f^^*! ^^y 

adventure. They've tried a varjety welcome wh^n you do something 

of routes Co famCn Including a dumb m their garner) and an 

sieging group called The Dave (all unusuat theme also helped. The 

the members are apparently called formula has worked weH and the 

Davel] and a stand-up comedy duo wonder is that rtobody has yet 



A year later they delighted 
ttieir fars whtb adventure number 
TWO — TerrormoNnos, a nightmar- 
ish account of a package ho Ndaj/ in 
the Mediterranean v^here the pur- 
pose of the game was tp take pho- 
tographs at certain paJnt$ Again 
it demmis crated their style and 
wjc. but the theme was perhaps 
not quite as Linfversal as H^mp* 
stead's and they now acknowledge 
that rt migtit well have put off 
some of the enthusiasts they'd 
inspired earll^, 

5o, two years tater, they 
released Dodgy Geezers, art hilar- 
ious account Df an e^c-con'; at- 
tempt to gather a gang sufficientty 



Books, stand-up comedy, sqript 
wrrang? AH possbte options and an 
Intriguing way lorward might be 
provided by contacts of Peter's, 
who works in the film publicity 
business. They certainfy see their 
major contrttnjtion to the compu- 
ter adventure worki a^ being 
originaiity. "We'd l^ke to be 
remembered for our originality" 
says Peter helpfully. 

1 think they wilL I'm not an 
adventure player but chere Is 
sufficient humour and style in their 
games to keep me enter tajned 
They are a very special team and 
their best legacy to the business 
woukf certainly be younger pro- 



called The Three Ronrties. Ah v«lk 
some tdeas are better than others' 
The turning point came when, 
after Fruttless attempts to produce 
Hampstead as a bojrd game, 
Trevor bought a QuiH adventure 
writmg utility to go with his 
Spectrum and a new world opened 
up- Thew first game struck a chord 
with it^ audience of adventure 
l^ayers more used to the bungllngs 
of dwarves; and non-adventure 



followed chelr lead with as much 
flair and success. 

Neither of them are program- 
mers; they are fLKiny men_ Perhaps 
that IS the cructal diflerence 
between diem and other adven- 
ture writers — they are abJe to 
plan for people who are as com- 
puter illiterate a* they are. and 
make losing almost as much (un a^ 
winning. 

The initial game had as its aim 







^¥:;«i!i^;^S$Sj«!fS^$Sj%^ 



the careful soc;lal clhnbing needed 
CO attain Hampstead, the epitome 
of having arrived. It's an idea that 
still has mileage in il — when I met 
them they'd been discus^ng ^ter'^ 
recent marriage and his possible 
change of name to Furlonge-jones. 
An ideal name, of course, to use 
as a measure of social mobility the 
Fulonge-jones Indejc Quite what 
the F]f quotient would be for two 
writers whose first gan\e made a 
mine of money but who lived m 
Teddington and SJoygh. I5 one of 
those unanswered questions that 
we II leave to weightier jqurn^ls. 
Time passed. 



talented to pull off one last major 
blag Then off to the sun. perhaps, 
in Terrormolinos^ In common with 
their earlier garner it again used 
amusmg graphics {except on the 
BBC versions) to create a very 
special atmo sphere - 

So where co now^ k's obvious 
in conversation that they feel the 
limitations of the computer game 
as a vehicle for their talents -- the 
[hme factor alone must be a 
struggle for people bursting wich 
ideu. As Trevor pointed out 
"People k»k at Our credits and say 
Very good^ btit what ts a 
computer game?*" 




grammers picking up on their 
onginallty and the daring nature of 
their sub|ecc matter. 

I left chem arguing good- 
naturedly about money r ''Why do 
I do 90% of the work for S% o\ 
the moncy?"asked Trevor 
plaintively. 'Because my IO%is so 
much better'" replied Peter. I 
slipped away — after all, they are 
that strange breed of truly funny 
men who don't need an audience 
to be funny- At times perhaps 
they'd be just as happy keeping 
each other amused; somehow I 
don'i thank there's any danger of 
(hat, thank goodness' 
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As the surtiAft'i^ViWSnywmic 
dud we join Erie Doyle m the 
Gainer offices where Marim (Mat) 
Sneap ha; arnved from Che deprh& 
of Derbyshrre. At 17, Mat is one 
of a new breed oi programmer 
who ha^ siicceufully attracted 
attention iQ himself via the 
Compunet circuit. Readers with 
modems will probably ha^ seen 
examples of his graphics on the 
rret^^ork artd this is exactly the w^y 
he cime to the auention of 
Melbourne House's talent scout 
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■^ was knocked out by a demo 

KnuckJebusters on Conipunec 

but trackirtg down Mac was not 

eas^i" expFatned Rachel "He lives 

In a sm^ voltage near Ripley and ill 

;| had to go on was his nimc" 

Software houses of^en scar^ the 
tworks for promising talent and 
any of today's top writers 
Started life thac way Mat was 
working with Simon Holbcrt at the 
time but when Rachel tracked 
them down [he partnership had 
Split up and Simorr had dep? ted 
for a career with Gremlin 
Graphics. Rachel thou^E shed 
drawn a blank because Simon 
generally did the programming and 
Mat was the graphics designer. 
When he reveied a talent for 
programming Rachel breathed a 
sigh of relief and the 
Knucktebusters pFo|ecc got off ii« 
ground. 

This all happened around the 
time of che I98fe PCW Show and. 
to show the world their 
atest discovery, Melbourr>e Houie 
pushed Mat to develop a demo 
W4th just 3 week to gQJjpfore the 
Show opened- ABK. ? 

My attention was drawn to the 
game when I was talking to the 
Thalamus team Aft^r plugging 
Sanxion, we got into a general 
conversation about the iaek of 
excitement In the industry and the 
high pfihnts of the shoiw 

''Knucklehusters is worth a 
look/' Andy Wri^t informed me. 
"Next to Inspector Gadget it's 
about the bes^ thing on the Mel- 
bourne House stand" 




^r ihi? critically acclaimed 
LFfwelling^ there followed a k>ng 
period of silence as Mat s>aved 
away to produce the game In time 
for the Christmas rush. 

"At first ihe characters weren^i 
rightr I got a lot of ribbing fn?m 
Rachel about the pin-headed hero 
and I had to correct that Tfrst/' 
Mat revealed. "There were lots of 
things whJch I wanted to include 
but unw was against me so we 
settled for a basic beat-em-up.' 

My main triticism of Mat'i 
game is liw It lacks varlatfon In the 
gameplay. The graphics are realJy 
ftrsl rate and for r first game 
Knucklebusters Is outstand^g- ^ ^, 

What is Mat's pet hate? 
Revie^rs '^Aftcr five minutes 
playmg the game they write off 
weeks ol work which they 
coukJn't attempt to equaf," 

Knutkfebusler's violent setting 
lits In Vvith Mat s Jove o( Anthrax's 
thrash mecal musK buc ^hen (t" 
came to writing the muac for the 
game Rob Hubbard was called in 
to create an award winning thcrr>e 

At the moment plans lor a 
follow up to Knucklebusters ace 
SElH at the storyboard stage ^nd a '^ 
cone of sflence has descended over 
the Melbourne Houie develop- 
ment team. All 1 managed to glean 
was that the new one will be a one 
or [wo player fast arcade-style 
game whtch features a 'passed 
crow' somewhere In the action. A 
title is yet to be created but m the 
meamime Mat js helping out Srmon 
Price (Redhawk' Kwah) on his new 
wiiard and magic game, Wli. 



^ 



"When I folniitf Simon's profect 
I was asked to develop the 
graphics. By that time a fafr 
amount of work had already gone 
Into the game and my designs 
woukJn't fit m. Fortunately Stmon 
was so rmpressed that Iw scrapped 
whac he'd done and js currently 
rewriting the game to fit my ideas 
in." ^..,., 

l^ss than a year ago Mat was 
just a Derbyshire lad winging 
gimes Into hts computer, now he 



is">^'programmer of promise, all 
thanks to Melbourne l^ouse and 
the Compunet showcase. 

Who knowSn there may be 
sonreone out there readmg Gamer 
this week who wjII be joining the 
long lisc of Unsung Heroes of the 
future. " _^ 

Next monih wt'H be looking at 
the trials and tribulations involved 
In developing a game from an Idea 
to a finished progi-am the Mkror- 
soft way- 
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Title: 

Computer: Commodore 64 

Supplier: Electric Dreams 



Price: 



£8.95 



Fn a land beyond th« E^rth li« ihc realms 
of Earth, Fire, WaE«r ind Air thai form the 
World al Nature^ Lonn aga a single man 
found the entrance to these lands 4nd 
learned to u$f (he Flm of Umbo that 
creait^ the pure etemeotals in an evfl way. 
8y mouldmg ic and then tran porting ii la 
tach realm in turn he Jn^tilled a master 
race of ruling demons and sa gained 
conirol of n^Iure^ 

Th« Earth (uff«red chaos as travellers 
were engulfed in blizzards or choked by 
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A hybrid of man ancf ftux j j 

t«e4*««eee*44«4«* i 



dustballs and who4e towns disappeared in 
freak ^orms. Meanwhile* the demons of 
the fouf realms fought for overad control 
and in the prnce^^ slayed the man that hqd 
become known as the aljgner'. 

You play Chameleon^ a hybrid E>f man 
and flux, that was created by Nature lo 
enter the realms and destroy the demons 
and restore the balancer Ustng your unique 
powers you can realign ycur own flux to 
that Df the demons in any realm you are in 
and so destroy them. The gaine begins as 
you enter the realm i^l Fire. 

The game features a graphics ^stem 
chat it describes as ID P^nimalion^ jn 
whjch part^ of the background scroll al 
different speeds to give the illusion of a 3D 
woridr Your ca(>ed character is sandwiched 
between the two 'nearest' layers as he 
actually only moves fn twta directions. He Is 
equipped with a wand that can hurl aligned 
fluK al the hordes of nasdes that swarm 
about you. However, ic is the flux thqt 
keeps you aljve so you should bt careful 
not tfl waste any shots, particularly on the 
Iciser tainted demons that are only worth 
a measly five points. Belter prey tor yuur 
flux are the Jimbo and normal demons hut 
especially the super demons that not only 



score 100 points but also leave sparklers in 
their wake that can recharge your flux if 
you get to them quickly- 
Losing flux is a lot easier than 
mamtaining it and can be achieved by 
colliding with demons that take the form 
of flames, dustballs, mists, blizzards, sp^ki, 
rockslabs, twisters and bubbles or by 
standing in the flux draining holes or pools 
that must be leapt over as you travel the 

Your questi and rearan for wandering 
around ihi^ strange and vJdous land, ts to 
destroy the lamted Hux that you will find 
only at a certain point and a spedfK time 
of day. The passage of time is shown by a 
change In the colour of the sky and an 
unexpected bleep announces the correct 
moment. If you reach the designated 
j»wer point the tune will change and al^ 
you have to do is hold out agains the 
demon onslaught until the correct time 
cycles aroundn When this happens you fade 



A scroll display underneath (he screen 
keeps labs on y^ur score, Ifve^. flux energy 
and realrrt successes u vkoH as the days 
you've got left to complete your m 

A surreal arcade adventure that W If be 
lost on imsl players who will label it ^s 
odd and quitkly move to tDfnet4!Mg else. 
Those who stick witJi it wiir find it 
repetitive as screeiU And icreens of Auxes 
and demons are paraded bc^forc 
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^surreat arcade adventure. 
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from the realm havmg corFipleted part 
the game only to re^emerge in a new 
realm with more demons that arfl evi 
more determined to get yoUr 







NEXT MONTH 



Startrek is here at Last! 

Activision's Portal takes a novef approach to 

computer gaming 

Microprose's Gunship mows dowr> the 

opposition 

Leviathan — English Software's monster from 

the depths of space 

PAWS ... for thought — the thinking 

person's short cut tool to adventure writing 

PLUS 

What will be this month s Bane of the 

Month? 

AND 

All the latest reviews, news, letters and 

competitions galore!!! 



GAMER RULES OK 



All Gamer competitions share the same 

basic rules but check for additional 

requirements after reading this. 

I) Each competition is open to all Computer Gamer 
readers except employees of Argus Press Group, the 
participating company and the printers and distributor! 
of both companiu. 



1) All entries must be on che correct form — 

photocopies are unacceptable and will be disqualified. 
Multiple entries are allowed but, again, must be on 
the appropriate form. 



3) Prizes vflll be awarded co chose entries judged by the 
editor to be correct on the specified date. 



4) The Editor's decision is final and no correspondence 
will be entered into regarding it. 



S) The entry instructions form part of the rules. 



6) All entries become the property of Argus Specialist 
Publications Ltd, unless otherwise indicated. 



^® 



7) The rules form the conditions of entry. 




We always pay excellent rates for 

program submissions from our readers. If 

you think your game is good enough, 

please send it to our editorial address for 

assessment. 

Mark your envelope PROGRAM 

SUBMISSIONS. 



Computer Gam«r 1$ a mpnlhly ma|>azJn« Appearing on 

the fourth Firday of each inonth^ 

SubscriplTon rate^ upon application to: Computer 
Gamer SubccrdptioRs Departmenlp Ir^fonet Ltd, Times 
HouWp 179 The Mariowes, Hemel H^mp^Uid, Herts 
HPI IBB. 

The content! of this pubrication mcluding all articles^ 
dcsiffns, planSp drawings and other intellettual property 
belong Co Argus Specialist Publications Limited. All 
rights conferred by the Law of Copyright ^nd oth«r 
intellectual property rights and by virtue of 
international copyright conventions are specifically 
reserved to Argus Specialist Publications Limited and 
any reproduction requires the prior written consent of 
the company- ^^'1987 Argus SpecUlist Publications 
Limited. 
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© More adventures from the Arcade Sensation.® 
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Did you buy the na 1 Arcade _ , 
.-, Smash Hit of 1986 - GaunUet? If nfl^ 
|h you certainly should have. If you did, 
then you^ be delighted to know that you 
can play, wother amazing 512 levels '"' 
A%t 'tWs super add on ' 

Rcquucs origin j1 GaunileE U? njn iTii't 
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8, SPECTRUM 48/128K, . , 

, £4.99 cassette i 

^IlaAMSTRAD, AIARI, £6.99 disk 
H» AIARI£iy^l2.99 disl^H 
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